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Revolutionary new battlefield physics - 
Deformable terrain, energy weapon 
effects, dynamic colored lighting and 
flying shrapnel - intensifies the realism 
and excitement. 

New “ueterancy” feature enables units to 
become smarter, faster and stronger as 
they become battle hardened with combat 
experience. 

Experience the future of global war with 
new, high-energy weapons and defenses 
- Jump Jet Infantry, Laser Fences, 
Disrupters, Hover Tanks, Tunneling APCs, 
The Firestorm Defense, Mechanized Battle 
Units and many more. 


ship missions let you decide which units 
to bring into battle. 


warfare - execute covert night missions, 
set forest fires and destroy bridges - 
with unique opportunities in three 
different environments. 

Internet play is easier than ever with a 
streamlined connection and an integrated 
interface - plus new support for 
worldwide rankings, ladder systems and 
Battle Clans”. 
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T he next time I write in this column I will have my very own 
Sega Dreamcast, the first-ever 128-bit home video game con¬ 
sole. It’s funny: I can remember not so long ago saying in jest, 
“What’s next, 128-bit consoles?” as we pondered the possibili¬ 
ties beyond Mario 64 back when it shocked us in ’96. And here 
we are, just over two years later, our ruminations a reality - and 
the Dreamcast is only the tip of the iceberg. Sony and Nintendo 
have yet to answer the call, but I assure you that when they do, 
the video game wars will heat up yet again. It certainly will be 
nice to see Sega back in the fray! I suppose the question is 
whether or not they’ll be able to stake a big enough claim before¬ 
hand to sustain over the long haul. If Sega can rekindle the 
excitement and customer loyalty that they did when the techni¬ 
cally inferior Genesis overtook the SNES, it is my opinion that 
they have a fighting chance. And how did they achieve that lofty 
goal? Software. From both a developer and consumer stand¬ 
point, the Genesis was user friendly to the point of being love¬ 
able. As a result, the games that Sega die-hards wanted to play 
- that made them Sega fans in the first place - all came out. From j j 
Phantasy Star to Golden Axe, first-party Sega games rolled out at k 
a fever pitch. If Sega show the same type of focus with the \- 
Dreamcast that they did with the Genesis, I believe that regard-' 
less of how many polygons the Dreamcast can push in compari- j 
son to its competition, a healthy three-way race will ensue and 1 
hopefully help balance out the currently lopsided market. While | 
the import launch is full of the wild and the wacky (quoting the 
wigged one himself), I can assure you that the U.S. launch will be ^ 
far more exciting in terms of variety and technological advance¬ 
ment. Games like Turbjuly, and a good portion of similarly weird 
games showcased in our Sega New Challenge Conference report \ 
will likely never see the light of day in the U.S. This coverage is 
direct from Japan and has little emphasis on what will take place 
here about a year from now. 

And new in GR this month, we’ve finally decided on a multi- 
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SPECIAL THANKS: The Messiah and Sacrifice teams at Shiny Ent. whose sto¬ 
ries will have to wait because their CD burner took a dump, Sandra Yee and 
everyone at UbiSoft (you guys are great), ATD for taking us round and round, 
Roxanne and Daniel from Babbages, Mark from Lucas, Beth from NOA, belat¬ 
ed thanks to Susie and Vickie, Dan and everyone at SOA, and you! 


review format we can all live with. It’s called “Counterpoint.” 
Check it out on page 88, and thanks for picking up Gamers‘ 
Republic. 



GAMERS' REPUBUC™ is published monthly by Millennium Publications, Inc., 32123 Lindem Canyon Road, Suite No. 218, Westlake 
Village, CA 91361, USA. Subscription price is $19.99 per yean Canada add $10per year and foreign orders add $15 (U.S. FUNDS 
ONLY) Subscription inquiries and address changes to GAMERS' REPUBUC, ™ RO. Box 469049, Escondido, CA 92046-9640 

© 1998 Millennium Publications, Inc. ™. All rights reserved, reproduction in whole, or in part, without the express written permission by 
the publisher, is strictly prohibited. Millennium™, Gamers' Republic™, Millennium Strategy Guides™ and Millennium Books™ are trade¬ 
marks and copyrights of Millennium Publications Inc. ™. 

Did we fail to disclose your copyright? We're very sorry! Tell us about it, and we’ll correct it 

Number of speeding tickets caused by this issue: 1 

mnoE in the ush 































» 



Best of ail, with nine exciting types of pool, three levels of difficulty 
and two-person, multiplayer support, beginners and 
experts will both enjoy the challenge of 
Virtual Pool 64. 


YOU’VE GOT TO HAVE A LOT OF BALLS 
TO PLAY A GAME THIS REAL 

(SIXTEEN TO BE EXACT) 


"Virtual Pool ...is the 
absolute, incontrovertibly 
best, most believable 
pool simulation available 
for any platform." - GameWEEK 

"...Play ultra-realistic pool, 
without the risk of getting 
hustled..." - IGN64.com 


V r irtual Pool 64™ puts 

incredible touch and 
precision in your hands, 
unsurpassed, ultra-real physics, you'll control 
the power behind every break, tap and trick shot! 


Master mind-blowing trick shots that 
would rival any seasoned pool shark! 


Ultra Real Physics make VR Pool 64 
as close to the real thing as it gets! 


VISIT WWW.CRAVEGAMES.COM 

© 1997,1998 Celeris, Inc. All rights reserved. Virtual Pool, VR Sports and the VR Sports Logo are trademarks of Interplay Productions. All rights reserved. Exclusively licensed and distributed by Interplay Productions. 
Published and Distributed in North, Central and South America by Crave Entertainment under license with Interplay Productions. © 1998 Crave Entertainment, Inc. All rights reserved. Nintendo and the “N'’ logo are 
registered trademarks of Nintendo of America Inc. 
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Originality, innovation and good clean fun are alive and well. Beginning 

ON PAGE 24, READ ALL ABOUT HOW MUCH FUN I HAD PLAYING - AND UBlSOFT HAD 

making - Tonic Trouble, this month’s cover story. 


Bungie take strategy and carnage to an unseen high in their 

NEWEST BUILD OF MYTH 2. CHECK OUT A GUIDE TO THE LATEST 
MULTIPLAYER MAPS AND CHARACTERS IN OUR EXCLUSIVE FEATURE. 
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silent mill .6 2 

Terror descends on this quaint little town... Can you unravel 
the mystery behind Silent Hill? full preview and in-depth 

^ INTERVIEW WITH THE JAPANESE TEAM INSIDE... 
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Includes^'Game 
1 Music CD, J and 1 Exclm$fflb& 
"Making of LUNAR" CD! 
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★ 100+ Page Cloth HardboumwLf 
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A Full-color Cloth Map! fjgj 


PlayStation and the PlayStation logos are registered trademarks of Sony Compu^Enterta|n$ent Inc. "LUNAR" is a registered trademark of G 
Game Arts/ Studio Alex 1992 Reprogrammed game © Game Arts/Kadokawa Sh(Mij1998; English Translation © Working Designs 1998. “ 
3B Redux! Web Address: http://www.workingdesigns.com For a dealer near you, caFfsSo) 243-3417. 


ipig Designs. Licensed from ESP by Working Designs. OriginlfSIffle© 
igns" is a registered trademark of Working Designs, Inc. All rights reserved, 
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“I've stopped work on 3 Million RPG and Real Sound 2 to concentrate on D2." 

Kenji Eno (Warp), 

“I'd like to make use of the Dream cast's Internet capability." 

Hideo Kojima (Konami), 

“We currently have eight Dreamcast games in development." 

Yoshiki Okamoto (Capcom) 

“I hope to release two dance and music games next year." 

Tetsuya Mizuguchi (Sega) 


PREORDER INSANITY! 


A 


Ithough Sega had told some of their partnership 
shops to stop taking preorders... 

... many shops refused to 
abide by the company’s 
request. The few shops that 
have filled their quota now 
have signs saying that they are 
taking preorders for the sec¬ 
ond shipment on Dec 4, 
although Sega have yet to con¬ 
firm the number of units avail¬ 
able. This means it’s now 
impossible to buy a Dreamcast 
on the day itself! In preparation 
for the launch, shops have been rearranging their display 
shelves to give the Dreamcast center stage. The Saturn 
areas have been dismantled and relegated to a bargain bin 
corner, while the N64 has been pushed well to the back. All 
shops have now received one Dreamcast unit in a special 
display stand. Currently, you can only play with the setup 
options or listen to the music CD inside, but after November 
10, shops will start receiving their first game demos. Then, 
and only then, will the legendary lines of people start to 
form, as the anticipation for the launch of the Dreamcast 
draws ever closer. GR already has a contact in japan camp¬ 
ing outside multiple stores, poised for action! 


CREATORS TALK DC DANDER! 

A t the TGS Dangerous Creators Talk Battle, much was talked 
M about, and in particular... 

...about the Dreamcast. This is what some of the creators had to say: 


Picture 1 (from left to right), Mr. Kenji Eno & Mr. Hideo Kojima 

Picture 2 (from left to right), Mr. Yoshiki Okamoto & Mr. Tetsuya Mizuguchi 


SEGA’S NEW DC GAME DUO! 

Qega’s valued parent company, CSK/CRI, are working on the 
O first flight sim and buggy racer for the... 

...Dreamcast. Designed around Blue Impulse, a counterpart of the U.S. Navy’s 
acrobatic team Blue Angels, Aero Dancing is a flight sim that features 10 fully 
rendered aircraft that capture the exact look of the squad. Also in development 
by CRI is Buggy Heat, an off-road racer in which eight vehicles compete across 
impressive snowy and desert courses using a high-fps 3dfx-type engine. The 
game also boasts a unique opponent performance tracking system, from which 
collected data can be displayed in real-time and applied to future races. 


frontlines 


A REPUBLIC’S FORAY, WE VISITSOA FOR THE DAY! 

r hursday, November 5 is a day that America will definitely 
remember. Sega welcomed... 


...Gamers'Republic and a select group of the gaming press to fly the friend¬ 
ly gaming skies to a thrilling destination: Dreamcast ’99. Our pilot, Sega’s 
director of advanced developer support, Neal Robison, flew us to paradisi¬ 
acal lands filled with highly entertaining amusement rides, fabulous fight¬ 
ing tournaments, and some secret wonders that are, unfortunately, not to 
be mentioned just yet. Overall, the showing was just a teaser, but an excel¬ 
lent indication that when the Dreamcast launches in the U.S., it will be well 
equipped to please all gamers. 

The Dreamcast is actually a very 
tight looking and feeling piece of 
hardware. Small in size yet heavy 
and well structured, the system’s 
modern design underscores its 
appeal - that of superior power 
and contemporary architecture. 
The detachable modem was a 
sleek, rectangular device that is 
actually a part of the Dreamcast 


itself: it is the lower left 
corner of the unit. The 
modem shown was 33.6 
bps, which Sega stated as 
being an ideal speed for 
Dreamcast games, but talk 
of higher speeds, from 56k 
to a cable modem, are a 
possibility. For those who 
want the absolute best 
quality picture for their Dreamcast games, gamers will be able to send the 
video signal directly to a PC monitor and witness color and resolution that 
goes well beyond today’s televisions. Hinting at the lineup of titles for the 
U.S. launch, live demonstrations were given of Sonic Adventure - which 
looked amazing - Blue Stinger, Climax Landers, and VFgtb. And for the first 
time on U.S. soil, we were holding Dreamcast controllers attached to a 
Dreamcast with VI-3th running on it! Check out our Tokyo Game Show 
report for the nitty gritty. © 1998 Sega 
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P.G. + F.R.E.E.? 

r. Yu Suzuki has spoken more about Project 
Berkley. It is not an RPG, but a FREE... 


YU-HOOi RERKLEY IS GO! 

f\n Dec 20, at the Pacifico Yokohama (near Tokyo) Sega 
U will unveil... 


...(Full Reactive Eyes Entertainment). How this differs from the 
norm isn’t yet known. Yu is recognized for the Virtua Fighter 
series, but less than 10 percent of the game will involve real-time 
fighting. There will be no VF characters, and no solid connection to 
VF4. However, all-new VF- style 
fighting techniques can be learned 
during your quest. Berkley will use 
the DC’s four buttons and d-pad, 

(not the analog stick) implying 
menu functionality. © 1998 Sega 



...Project Berkley. The event hall 
can seat 5,000 people and there 
will be up to three shows that 
day. Everyone is welcome to 
attend, as the event has gener¬ 
ously been made free. The show 
will be longer than the Sonic 
Adventure event (70 min), and it 
is estimated that nearly one hour 
of game footage will be shown. 


DRICAS ON-LINE! 

f ven without a Dreamcast you 
are now able to check out... 

...Sega’s Dreamcast home page, called 
Dricas (www.dricas.com). Although the 
page is all in Japanese, you can still view 
Sega related events such as the TGS and 
the SNCC2 as well as see all the latest 
game software news. It goes without say¬ 
ing that this site will probably receive a 
record number of 
hits as soon as 
the Dreamcast 
and its cool Inter¬ 
net “DreamPass- 
port” properly 
takes off. 


DEVILISH DC LOGO 

ega’s games have long had the SEGA 
or saturn logo hidden... 

...somewhere inside them, but with Dirt Devils, the 
Dreamcast logo finally makes it first official appear¬ 
ance. Debuted at the AM Show, Dirt Devils is AM 
R&D Dept3’s new off-road racer. If you take a closer 
look at the billboards as you battle against the other 
racers, you’ll notice that on two of the three courses 
the Dreamcast 
logo can clearly 
be seen. Look 
out for more 
games to make 
use of this in the 
future. 

©1998 Sega 






DC DELAYS! 

Qega have unfortunately 
O announced delays... 

...in their release schedule, which now 
pushes several titles into early 1999, 
Sega claim that the delay to Sega Rail > 
2 is in order to implement the multi¬ 
player network option properly anc 
fine tune the graphics. The currenl 
schedule now looks like this: 

Nov 27: VF3tb, Godzilla Genera¬ 
tions, July, PenPen Tricelon 
Dec 23: Sonic Adventure, Evolution, 
Seventh Cross, Tetris 4D, Incoming 
Jan 14: Blue Stinger, Sega Rally 2, 
Sengoku Turb 


DC DELAY: Chip’s challenge? 

When Sega originally announced 
the Dreamcast system launch, they 
claimed that 1 million systems 
would be available immediately on 
the day of the launch, November 
27. Later, it was reported that less 
than half that number of systems 
would be available due to unknown 
manufacturing setbacks. 

Now we know where the problem 
lies: Serious chip shortages. The 
Power VR Series2 chipset is current¬ 
ly in production, but it only recently 
passed NEC/Videologic’s stringent 
testing analysis. Additionally, the 
chips are being produced for 
(a) Sega’s Dreamcast, under the 
moniker of PVR2 DC, and (b) mass- 
market PCs, as the upcoming Pow- 
erVR2 3D acceleration chip. NEC’s 
current foundries are unable to sup¬ 
ply the 0.25-micron capacity chip 
“ingredients” in such large 
amounts, and they’ve been desper¬ 
ately shopping around for semicon¬ 
ductor manufacturers in Asia. 

The Dreamcast has first priority, 
though, so the full 1 million quota of 
chipsets (and ultimately systems) 
should be met by spring ’99. 


SENMU YUKAWA - THE DC CROONER?! 


*enmu Yukawa, an actual Sega manager who stars 
Un Sega’s comical... 

...Dreamcast commercials, will now appear 
on the Dreamcast packaging itself. As if that 
wasn’t enough, he has just finished record¬ 
ing the Dreamcast campaign song (called 
“Dreamcast”), which will go on sale on Nov. 
25. A guaranteed chart-topping number one 



in the making? I do believe it could be so (well, at least in Japan, any¬ 
way). It is extremely unlikely that the vocal talents of Mr. Yukawa will 
make it over to the shores of the U.S. © 1998 Sega 


MAD SEGA SANSHIRO SEZSAYONARA! 



Qoftware production may be dead for the Saturn, 

O but that’s not about to stifle the spirit... 

...of its fan base. Hordes of enthusiastic gamers lined up in front of the 
Tokyo Joy Polis, waiting to enter the amusement center for the final gather¬ 
ing of the Sega Saturn Fiesta, a long-running party held for Saturn fans on 
the third Sunday of every month. After hours of waiting anxiously at the 
entrance, the doors were finally opened, siphoning the crowd to the main 
stage where Segata Sanshiro was forced to take refuge from the unwieldy 
mob. Huge screens were set up above the 
stage, playing the entire CM that Segata San¬ 
shiro had worked on. The event culminated 
with tournament play and a farewell singing of 
the Sega CM theme song. With the success of 
this and past fiestas, a similar Dreamcast- 
themed event is expected. © 1998 Sega 
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3 RIDGE RACERS? A DRIVING REVOLUTION! 


' J 









amco of Japan have recently announced that Ridge Racer Type 4 will now 
be shipped with a second disc containing... 

...two versions of the original Ridge Racer. A new “High Spec” version will run 
at a cool 60 fps and will feature greatly enhanced car and background graphics. 
The second version will be the same as the original, and the idea is that you can 
compare them side by side to see the incredible difference. Both will include 
Time Attack, Time Trial modes and full JogCon support. As if that isn’t enough, 
you will also be able to enjoy a Namco Catalogue ’98 disc, which has every sin¬ 
gle PlayStation Namco release from 1994 to present day, and previews of new 
games such as Dragon Valor. Also included are four playable demos of Libero 
Grande , Tekken 3, Tales of Destiny and Klonoa. The set ships on December 3. 

© Namco 1998 




HADO-KEN IN YO’ POCKET! 


f*ood news for SF lovers! In addition to the complete 
II arcade version of Street Fighter Zero 3, the... 


...upcoming PS version will feature many exciting original elements. 
There will be more dramatic graphic effects when you attack opponents, 
additional story for Karin, immediately selectable Yuri, Yuni, and M. 
Bison, and PocketStation compatibility. Alternate costumes have been 
included for Chun-Li and Sodom over the arcade version’s original six. 
Finally, M. Bison’s (Balrog) stage has been added, once again depicting 
Las Vegas and its bikini-clad ladies. 

One of the most interesting points is the interactivity with other play¬ 
ers by using the new PocketStation (due to be released on the same 
day). After downloading your favorite character to PocketStation, by 
using mini games such as Ken’s Shoryuken game you can make your 
character more powerful. Besides your main character, two more will be 
added to your roster, allowing for three- 
on-three play. When you fight against 
other players, you will have a three-on- 
three battle, but the difference is that if 
you win after enabling the option of bet¬ 
ting characters, you can take your oppo¬ 
nent’s character away and use it. Of 
course, you can upload your more power¬ 
ful character to the PlaySta 



tion and use him or her in the 
full game. Sounds good, 
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A VALIANT NEW NAMCO 




y i 

i 


ff emember the 1984 arcade classic, Dragon Buster? 
A side scrolling action/adventure with... 

...a few RPG elements, the game 
was released by Namco and 
enjoyed exceptional success 
throughout arcades worldwide. 

Now it seems that Namco wish to 
recapture the excitement that was 
caused by Dragon Buster by releas¬ 
ing a new PlayStation title called 
Dragon Valor. While graphically and 
aurally light years ahead of the orig¬ 
inal, it is supposed to foster those 
same deep feelings of adventure. 

Players must ultimately work their 
way through many different levels 
of action in order to defeat a dragon 
that lives at the end of each area. 

Apparently, the game uses a system 
called “Hereditary” play mechanics, 
in which the player (you) and a 
female character marry and create a 
child (the character used in the 
game). Depending on the female 
you choose to mate with, the game 
scenario can change, thus increas¬ 
ing the longevity of the adventure. 

Interesting method of character cre¬ 
ation? Definitely! Look for more 
information next issue. This is shap¬ 
ing up to be another stunning 
Namco release. 

© Namco 1998 



SIT IN VIORATION NATION! 


A t over 50 amusement centers in 
M Japan, you can now enjoy... 

...a relaxing 10-minute massage for only 
¥200. Namco’s chair uses special air bags to 
give you a soft massage that will refresh you 
after your many hours of fighting with 
Tekken 3 or Soul Calibur. The Air Massager 
will appeal to young ladies in particular, and 
is part of Namco’s desire to make the arcade 
not just a place for video games, but a 
retreat for general entertainment. 

© Namco 1998 
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MGS SALES ARE ROCK SOLID! 

Metal Gear Solid breaks all kinds of first-weekend sales figures by 
shifting over 350,000 units in America. Excitement and respect 
among other video game magazines has been pervasive, and 
rightly so, as the game is possibly the most entertaining PlaySta¬ 
tion release we’ve played all year. And keeping this excitement 
(and nepotism) at a fever pitch, our own book department’s Offi¬ 
cial Metal Gear Solid Mission Handbook has also scored rave 
reviews from fan and internet sites alike. In fact, Hideo Kojima 
himself was so happy with the guide, he asked for an extra 50 
copies for the entire KCEJ team and even his own mother! You can 
read his thoughts on the strategy guide in our advert... 
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SUPER MARIO: CHRONIC GAMBLER? 

A 256-meg parly game co-developed by Nintendo and Hudson is slated for 
ft release on December 18. This huge N64... 

...title, Mario Party, is one of most unique N64 titles of all time. It will 
feature six classic Nintendo characters, like Bowser, Donkey Kong, and 
the man himself. So, why did these two gaming giants team up? And 
why is the cart so big? Well, Mario Party isn’t your typical party video 
game. It’s a board game crossed with an action game designed for 
four-player competition. You spin the Roulette and advance towards 
your goal on the board. More than 50 mini-games are located on the 
board, depending upon the color you land on after the spin. Should 
you land on the same color as another competitor, a fighting mode is 
initiated. The idea is to collect coins by winning mini-games and fights. 

Then, with these winnings, you bet cold 
hard cash on the next mini-game, and so 
on and so forth. The world needs more 
quality multiplayer console games, and 
Mario hasn’t shown his pudgy face in two 
years. But he’s throwing a party soon, and 
we’re all invited! © 1998 Nintendo 


PIKACHU JET! 


1 1 most as rare as the Gold & 
\ Silver versions of... 


...GB Pocket Monster itself, we finally 
managed to track down the Pocket 
Monster plane at Haneda Airport, 
Tokyo. This highly sought after flight is 
almost impossible to get on, due to 
such high demand. Every child in Japan 
wants to ride on this plane, not least of 
all because of the limited-edition PM 
goods you can receive. However, with¬ 
out the special golden PM boarding 
pass, you’ll 
just have to 
enjoy the 
view from 
the outside 
like every¬ 
one else. 


ANNIHILATE EVERYBODY 

iA/hile it’s hard to deny the popularity behind Total 
Irlf Annihilation, it did have one problem... 


...that has finally been fixed: Cave Dog have launched their own 
proprietary on-line server, Boneyards. 

Similar to Battle.net, this is a meeting area 
for TA players to find others who hunger 
for battle. Unique to this experience is 
Cave’s epic Galactic Wars subsidiary 
game, which lets you team up with fellow 
Core or Arm players and conquer the uni¬ 
verse. This service will undoubtedly be a 
god-send for those looking forward to TA: 

Kingdoms. © 1998 Ca ve Dog 


POCKET FULL OF SHELLS... 


/ t may not be Dreamcast, but it is new hardware! The Neo 
Geo Pocket has arrived and so far everybody at... 


...GR loves the surprisingly compact portable. Our first three games - King of 
Fighters Ri, Neo Geo Cup ’ 98 , and Pocket Tennis - have been played to death. 
What do we think? They’re great! O.K., so Tennis is a tiny 4-meg game with sim¬ 
plistic graphics that our serious gamers have avoided. Well, our lady gamers dig 
it. King of Fighters Ri, however, is awesome! This hard hittin’ 16-meg wonder has 
surprisingly crisp graphics and excellent animation. Mai even bounces, with mul¬ 
tiple frames! The control is excellent, too, and the Pocket’s fantastic micro- 
switchy pad cranks out fireballs like a mo’ fo! Finally, Neo Geo Cup ’98 is a great 
link-up game that’s easy to pick up for a quick game with a buddy. 

What really excites us, though, is the Neo Geo Pocket’s Dreamcast compatibili¬ 
ty. As demonstrated in this picture, the Pocket will act as an extensive VM-type 
memory accessory when connected to the Dreamcast with a special cable 
adapter. Manage DC memory, access special functions with SNK games... the 
possibilities are endless! 


EIDOS SHOW THEIR WAREZ 

It’s not often we can place a face with the tal¬ 
ent behind video game making. Showcasing 
their auspicious lineup for the holiday season 
and well beyond, Eidos gave the gaming press 
a chance to mingle with the likes of John 
Romero, whose Daikatana was one of the key 
titles on display for the intimate, one-day gath¬ 
ering. Of course, Tomb Raiders was shown in 
near-finished form, looking better than ever in 
its invaluable hi-res mode. But don’t for a sec¬ 
ond write Eidos off as the Lara Croft-only com¬ 
pany: a number of games - most notably the 
highly ambitious, fantastic-looking Omakron 
under development in France - are poised to 
impress many gamers in the coming months. 


I m LABS NAME THEIR CHILD! 

F or a long time now, rumors and speculation have been flying concerning 
the “Project X” technology developed by... 

...a U.S. company, VM Labs. For many, it was seen as a possible fourth contender in the next- 
gen video games race, and now it appears that the hardware is actually becoming reality 
rather than just dreamy announcements. VM Labs has officially named the product “Nuon,” 
and according to CEO Richard Miller, “the name NUON reflects the wide-reaching power of a 
technology capable of introducing millions of consumers to interactive entertainment through 
their television sets.” Bold words indeed, but it would appear that the Nuon is following a sim¬ 
ilar route to that of the ill-fated 3DO, in that the 
system will not just be a single machine made by 
one company (like the PlayStation or Nintendo 
64). Nuon will feature DVD, Internet and multime¬ 
dia capabilities, therefore making it more appeal¬ 
ing and viable for a wider audience. At least that’s 
the plan... © 1998 VM Labs , Inc. 
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WILD SPECULATION! SONY’S ‘NEXT’ MOVE REVEALED! 

/ n a purely rumor-based scenario, we can shed some light on Sony’s new 
PlayStation 2 super console. Speculation is heating up because... 

...Sony have recently officially announced a new “Signal Processor/RISC Microcontroller” chip 
they say will be used in a forthcoming home video game system. Hmmm... I wonder what that 
could be? The chip has been clocked running at 250MHz, using RISC (Reduced Instruction Set 
Computer) architecture, and includes a built-in MPEG2 decoder. This wouldn’t even be the main 
CPU for the PSX2, so just imagine what the power of that beast will be! Back to the 
rumors. A certain Mr. Kenji Eno let it slip that Sony will announce the machine on 
December 3 of this year (the fourth anniversary of the PSX), and the rest goes like this: 

— PSX2 will launch on Friday, December 3,1999 
— It will cost around ¥23,800 

— It is DVD-ROM based (presumably allowing you to watch movies as well) 

— It will be capable of shifting around 20 million polygons per second! (Dreamcast can do 3-4 million per second) 

— It will be able to play all original PSXi games, and use all the peripherals (memory cards, dual shock pads, etc.) 

Not bad, eh? Oh, and one final word. The new PSX2 SPU has approximately 10.5 million transistors on board, compared 
with Pentium M’s current 7.5 million. Bring it on next year, and Sega, don’t start to cry just yet... This is all rumor, after all. 






N64 IN ARCADES? 


In cooperation with Nintendo Co. Ltd., 
Seta Corporation has developed 
ALECK 64, an arcade system using 
technology from the Nintendo 64 . 
home video game system. It is 
equipped with a motherboard, ROM 
cassette, and a special joystick, and is 
capable of running a wide range of 
new arcade video games. Unveiled at 
the AM Show last September, this low- 
cost arcade kit will allow companies to 
easily create arcade games for N64 
conversion. The first games will be as 
follows: 

ELEVEN BEAT World Tournament 
STAR SOLDIER Vanishing Earth 


The first original title is called VIVID 
DOLLS. It’s an adult entertainment 
game where you can choose from eight 
differently dressed beauties. By sur¬ 
rounding the mosaic pattern field, the 
image of a naked Vivid Doll is revealed. 


(C) 1998 HUDSON SOFT, ALL RIGHTS 
RESERVED. Still under development. 
(C) 1998 SETA, (C) 1998 VISCO 


TWISTED METAL OR TWISTED GAMER? 

O n Thursday, October 29, 989 Studios invited Gamers’ Republic 
into the bustling heart of Los Angeles... 

...to partake in a rather unique event to celebrate the upcoming 
release of Twisted Metal3. Dave Rees, editor at GR, was given a 
Sweet Tooth mask and full control of the insane clown’s ice 
cream truck! The truck, of course, had little to do with supplying 
eager children with ice cream. 

Flanked by forward-pointing 
machine guns, surrounded by 
purple and yellow fur, armed 

with a generous allotment of bombs, and equipped with an 
awesome stereo system, Rees barreled around corners, 
weaved in and out of traffic, cleared sidewalks, and taunted 
the weary public with loud music, bomb-throwing gestures 
and harsh words. Needless to say, the 989 folks were a bit 
worried as he entered the posh streets of Beverly Hills. 


FINALLY! HARD-CORE ’CORE SEQUEL 

F rom Software plan to continue their cool Armored Core series with Mas¬ 
ter of Arena. More of a true sequel as opposed to the update... 


...that was Project Phantasma, MoA will introduce a more complex story, 
an even greater variety of mech parts and upgrades, and an updated 
engine. The seldom-used link mode returns, along with dual shock com¬ 
patibility. The most exciting 
news, however, is the game’s 
supposed use of Sony’s soon-to- 
be ubiquitous PocketStation, 
though exactly in what capacity 
is still unknown. Presumably, 
you’ll be able to battle and trade 
mechs through the little 32-bit 
portable. Japanese release is 
slated for March next year. 

All images © 1998 From Software 
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• You have the power- super strength, 
x-ray, heat vision, flight and more. 

• 16 mission-based levels. 

• Battle enemies from the series, 

"The New Superman Adventures;" 
as seen on Kids' WB! 

• Up to 4 players simultaneously. 


Buy early and receive a free 
collector's edition DC comic book. 
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M GAMEBOY COLOR ARRIVES AT GR! 



Mot being able to wait - as usual - Gameboy Colors from 
IV Japan quickly made their way into... 

...our willing hands this past September. The new unit, which has twice the processing 
power and four times the RAM of the original, is able to produce spectacular 16-bit-style 
effects (like deep parallax scrolling), and the nagging ghosting effect that plagued the old 
black-and-white unit is now a thing of the past. The graphics are notably sharper as well, 
and the colors are surprisingly vibrant. In other words, this is like a whole new GameBoy! As 
usual, though, one fly has met with the proverbial ointment. Without a light attachment, the 
GBC is very hard to see unless you’re in very bright light. You literally have to purchase a 
lighting device with your unit. Try and find one that doesn’t reflect the bulbs off the screen. 
Adding limited and varying degrees of color, the GBC plays all of the old black and white 
games, but the first game to actually utilize the new hardware will be Smurfs’ Nightmare, 
which is reviewed on page 87. If more companies follow suit and take advantage of the new 
GBC’s capabilities, the GameBoy legacy may live on well past its recent 10-year anniversary. 

GameBoy Color games coming soon... © 1998 Nintendo 
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Gex3D 


Link’s 

Awakening 


Quest For 
Camelot 


Montezuma’s 

Revenge 




Men In Black 


Rats 


Rugrats 


Tetris 


Wario Land II 


SWAN DIVE!!! BANDA! BANZAI!!!! 


P ortable gaming’s second world war has begun, and Bandai has already 
taken a powerful initiative with ... 

...their new portable 16-bit system, the Wonderswan. Nintendo have GB Color and SNK have 
Neo Geo Pocket, but neither enjoy the support of Bandai’s Wonderswan. So far all of these 
powerhouses are committed to producing games for the upcoming portable: Konami, Capcom, 
Square, Namco, Jaleco, Taito, Atlus, Ascii, and many more. Sega is 
talking with Bandai regarding Dreamcast compatibility, but the com¬ 
pany seems to be more interested in piggy-backing Sega’s distribu¬ 
tion channels in over 5000 retail stores across Japan. This would be a 
business agreement more than a merger. Newly revealed features of 
the Wonderswan include B81W FMV (as demonstrated in the shot to 
the right), and a maximum cart size of 128 megabits! 

That’s huge for a portable! With this much support and 
massive marketing, as well as 


sure fire hits like Gundam and 
Puyo Puyo, the industry’s next 
big portable may be here... 

© 1998 Bandai 




NEW MEDIA DEVICE FOR PSX2 

Sony and Fujitsu announced that they 
have co-developed a 3.5-inch magnetic 
optical disk (MO)' called GIGAMO that 
can store more than 1.3 GB of informa¬ 
tion and transfer data at a rate of 5.92 
MB per second. Devices using this for¬ 
mat will be shipped in spring of 1999 as 
an alternative media for digital video 
storage. Sony wants to market GIGAMO 
aggressively the world over and specu¬ 
lation is that Sony may adopt this new 
format for PlayStation 2. 


SCE AMERICA IS PRETTY HAP! 

As a result of reduction in price from 
$149 to $129 on August 30, the monthly 
sales of PlayStation increased 97% in 
September. According to TRSTS, the 
total number of units sold in the States 
was more than 3,805,000, which is more 
than the combined sales of Saturn and 
Nintendo 64. In addition, the market 
share of PlayStation has increased to 
66% in September. Flow much longer 
will Sony be allowed to dominate? 


RPG SAVES LIVES 


fl ece/?/ studies conducted by the Stan¬ 
ford University Medical Center... 

...and Kaiser Permanente show that patients aged 
8 to 16 who sampled Pocky & Marlon, a role-play¬ 
ing sim designed to teach young people about dia¬ 
betes self-management, reduced their urgent care 
visits by 77 percent over a six-month period. 
Patients received a Super Nintendo game system 
to take home and were randomly assigned to 
receive either Packy & Marlon (group of 31) or an 
entertainment video game with no health-related 
content (group of 28). They were instructed to play 
their game as much as they wanted, as long as 
they followed guidelines about using interactive 
games at home. Children in the treatment group 
improved in communication regarding diabetes 
with friends and caregivers. They also gained in 
self-efficacy in relation to choosing the proper 
foods to eat, using insr.lin as prescribed, and deal¬ 
ing with diabetes-related emergencies. 


WORLD WARRIORS 


‘The World Championship Street Fighter 
I Alpha 3 tournament took place... 

...recently (November 7-8) at Nickel City in San 
Jose, CA. Over sixty competitors played double¬ 
elimination games in order to separate the wheat 
from the chaff. Top players from all around the U.S. 
turned out in the hope of taking the title of World 
Champion from the rather aloof N0.1 Japanese 
(unbeaten) player, Daigo Sukuzama. Sukuzama is 
also N0.1 at SFA2 and SF3 2nd Impact. The final 
top five rankings looked like this: 1 - Alex Valle 
(personal friend of GR*s and N0.1 all-round SF 
player in the U.S.), 2 - Graham Wolfe, 3 - Jason 
Cole, 4 - Jason Nelson, 5 - John Choi 

Alex Valle (U.S.) won the tournament and quali¬ 
fied for a shot at the title. The players chose the 
following characters: Daigo Sukuzama uses V- 
Akuma, Alex Valle uses V-Ryu. 

In a crowd-pleasing move, Alex Valle took the 
first set of rounds, only to be beaten twice in a row 
by Daigo. At one stage it seemed possible, and 
both sets were extremely close, but in the end the 
Japanese champ retained his title. As a closing 
event, the top five U.S. players played the champ 
in an exhibition, to see just how well the others 
would have performed. The champ slapped down 
everyone, except Graham Wolfe, who managed to 
take Daigo down finally (albeit with a few pixels of 
energy remaining). Well done, Mr. Valle, who won 
the following: Alpha 3 arcade game, $1000, DS 
PlayStation, and Rival Schools. 



ABOVE: SF Kings of the World- Alex on the left and Diago on the right 















































































See everything you've been looking 
for. Hidden levels. Special vehicles 
and weapons. Infinite health. Video 
Game Xploder comes pre-loaded 
with thousands of codes for your 
favorite games. Forget about entering dozens of 
codes-our exclusive MegaCodes make it quick and easy 
to enter even the most complicated cheats. Plus, you'll 
never run out of room-no video game enhancer has more 
memory than Xploder. Get new codes from your favorite 
magazines, our hotline or our website. And with our 
exclusive XLink software*, you can create codes and save 
your best games right off your memory card onto your PC 
for back-up or e-mail. Oh, and about those bathing suit 
codes? We're working on them. 




GEAR FOR GAMERS™ 


*XLINK Software requires XLINK cable, sold separately. ©1998 USA BLAZE Xploder is a trademark of USA Blaze. 

Sony is a trademark of Sony, Inc. Playstation is a trademark of Sony Computer Entertainment America. Nintendo 64 is a trademark of Nintendo of America Inc. 
This product is not sponsored, endorsed or approved by Sony or Nintendo. 
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as they seem. A bizarre plague has swept the land 


bringing vile creatures out of the shadows, and leaving piles of dust where 


your friends and relatives once stood. And you’ve got to put a stop to it 


M ft&Mf S5 


before it puts a stop to you. It’s an epic RPG with complex battle scenarios. 


Customizable weaponry. And three styles of magic. Because you’re gonna 


need all the help you can get. Shadow Madness strikes in February 1999 
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SOURCE FOR TOP SELLING CONSOLE AND COMPUTER GAME 


STATS 


YOUR NUMBER 


ONE 


GOLDENEYE 007 NINTENDO 
WWF WARZONE ACCLAIM 
BANJ0-KAZ00IE NINTENDO 
NFL BLITZ midway 
MADDEN NFL 99 ea 


en best: sei_i_ing /zusujstiatiicDn titi_es 

RANKED ON UNITS SOLD SEPTEMBER 1998 


1 MADDEN ’99 electronic arts 

2 NFL GAMEDAY ’99 SONY 

3 PARASITE EVE SQUARESOFT 

4 WWF WARZONE MIDWAY 

5 CRASH BANDICOOT SONY 


6 NFL BLITZ MIDWAY 

7 GRAN TURISMO NAMCO 

8 SPYRO THE DRAGON s6ny 

9 TWISTED METAL 2 989 STUDIOS 

10 NCAA FOOTBALL ’99 ea 


Football dominates the PlayStation charts this month, but Square's latest 
release proves RPGs are still high on gamers’ lists. 

top ten best sei_L_ing nintz&noJcDG h- titles j) 

RANKED ON UNITS SOLD SEPTEMBER 1998 

6 NASCAR ’99 ea 

7 WCW vs. NWO THQ 

8 SUPER MARIO 64 NINTENDO 

9 MARIO KART 64 NINTENDO 

10 MISSION IMPOSSIBLE OCEAN 

For the umpteenth time since its release, GoldenEye 007 (at the new low 
price) once again shoves its way to the top, dethroning the mighty Warzone. 


o ten best sei_i_ine= ssturn titi_es 


1 CROC: LEGEND OF G0BB0S fox 

2 SHINING FORCE 3 sega 

3 TOMB RAIDER EIDOS 

4 PANZER DRAGOON SAGA sega 

5 NASCAR ’98 ELECTRONIC ARTS 


6 MADDEN NFL ’98 electronic arts 

7 FIGHTING VIPERS SEGA 

8 SONIC 3D BLAST SEGA 

9 DARIUS GAIDEN ACCLAIM 

10 MADDEN ’97 electronic arts 


Attention K-Mart shoppers! Lower those prices and Croc fans come out of 
the woodwork! At $14.99, Croc takes a bite out of the charts! 


top ten best sei_i_ing pc titi_es 

RANKED ON UNITS SOLD SEPTEMBER 1998 


1 RAINBOW SIX RED STORM ENT. 

2 DUNE2000 WESTWOOD STUDIOS 

3 DEER HUNTER wizardworks 

4 STARCRAFT blizzard studios 

5 TITANIC CYBERFLIX 


6 R.M. TROPHY HUNTER ww 

7 CABELA’S B.G.H. head games 

8 LEGO ISLAND mindscape 

0 MYST BRODERBUND 
10 DIABLO BLIZZARD 


Starcraft is finally knocked out of the top spot this month by a combo of 
long-awaited titles, Rainbow Six and Dune 2000. 







tap ten overall console 


1 MADDEN ’99-ps ea 

2 NFL GAMEDAY’99-ps 989 studios 

3 PARASITE EVE-ps SQUARESOFT 

4 GOLDENEYE 007-n64 NINTENDO 

5 WWF WARZONE-ps ACCLAIM 


RANKED ON UNITS SOLD SEPTEMBER 1998 

6 WWF WARZ0NE-n64 ACCLAIM 

7 BANJ0-KAZ00IE-n64 NINTENDO 

8 NFL BLITZ-ps MIDWAY 

9 GRAN TURISMO-ps SONY 

10 SPYRO THE DRAGON-ps SONY 








database charts 


uni^acJ IsingcJonn 

1 COLIN McRAE RALLY ps 6 ISS PRO ’98 ps 

2 FI WORLD GRAND PRIX n6a 7 ODDWORLD: PLATINUM 

3 TOCA ps 8 GRAN TURISMO ps 

4 TEKKEN 3 ps 9 MEDIEVIL ps 

5 1080° SNOWBOARDING n6a 10 PREMIER MANAGER ps 

RANKED ON UNITS SOLD THE 2ND WEEK OF SEPTEMBER 1998 


-japan 

1 MSH vs. STREET FIGHTER ss 6 POCKET MONSTERS: PIC gl 

2 SLAYERS ps 7 DQ MONSTERS gbc 

3 BEAT MANIA ps 8 SAMPAGUITA ps 

4 TALE OF MARS ps 9 SIMPLE 1500 SERIES VOL. 1 

5 WARI0LAND2 gbc 10 METAL GEAR SOLID ps 

RANKED ON UNITS SOLD THE 2ND WEEK OF SEPTEMBER 1998 


-t 



Gamers’ republic tap ten games 



1 SIN 

2 SHOGO 

3 METAL GEAR SOLID 

4 BEAT MANIA 

5 EVERQUEST 

6 CAST BLOODLINES c 

7 QUAKE 2 

8 SAM. SHODOWN 2 

9 MEDIEVIL 

10 BRIAN LARA CRICKET 


1 TONIC TROUBLE n64/pc 

2 MEDIEVIL ps 

3 BRAVEFENCER ps 

4 METAL GEAR SOLID ps 

5 SILICON VALLEY n64 

6 MAGIC KNIGHTRAYEARTH ss 

7 MESSIAH pc 

8 WARI0LAND2 GBP 

9 KNIGHT & BABY ps 

10 BODY HARVEST n64 


BASED ON GAMES PLAYED THROUGH NOVEMBER 7 



1 METAL GEAR SOLID ps 

2 MEDIEVIL ps 

3 XENOGEARS ps 

4 RADIANT SILVERGUN ss 

5 DRACULA X ps 

6 ROLL AWAY ps 

7 PUZZLE FIGHTER ss 

8 MSH vs. SF ps 

9 SCARS n64 

10 NIGHTMARE CREATURES a ,64 



1 METAL GEAR SOLID ps 

2 ZELDA 64 n64 

3 MYTH 2 pc 

4 MEDIEVIL ps 

5 SIN pc 

6 HALF-LIFE pc 

7 EVERQUEST pc 

8 FALLOUT2 pc 

9 TRESPASSER pc 

10 GRIM FANDANGO pc 



1 METAL GEAR SOLID ps 

2 XENOGEARS ps 

3 MEDIEVIL ps 


4 K.O.F. R-1 NEO-GEO POCKET 

5 MSH vs. SF ss 

6 DESTREGA ps 

7 ROLL AWAY ps 

8 C. WARS VENGEANCE ps 

9 STRIKERS 1945II ps 

10 FORMULA ONE ’98 ps 



1 PANZER SAGA ss 

2 DESTREGA ps 

3 CASTLEVANIA BLOODLINES gen 

4 EVERQUEST pc 

5 GRANDIA ss 

6 XENOGEARS ps 

7 RECOIL pc 

8 ONE ps 

9 R-TYPE DELTA ps 

10 TWISTED METAL 3 ps 


1 SONIC ADVENTURE oc 

2 MYTH 2 pc 

3 GRIM FANDANGO pc 

4 METAL GEAR SOLID ps 

5 FALCOM CLASSICS 2 ss 

6 LUNAR 2 ss 

7 XENOGEARS ps 

8 TRESPASSER pc 

9 MEDIEVIL ps 

10 BEAT MANIA ps 


1 METAL GEAR SOLID ps 

2 MEDIEVIL ps 

3 XENOGEARS ps 

4 MSH vs. SF ss 

5 ROGUE SQUADRON n64 

6 GRIM FANDANGO ps 

7 POKEMON (BLUE) cgb 

8 WARIO LAND 2 cgb 

9 EVERQUEST pc 

10 BEAT MANIA ps 
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S ince the advent of 3D graphics, it has 
been rare that a game review, profes¬ 
sional or otherwise, would conclude with¬ 
out mentioning the game’s framerate. But 
despite the ubiquity and importance of 
this topic, there is still a tremendous 
amount of confusion surrounding nearly 
every aspect of framerates, starting with 
what a framerate actually means. This con¬ 
fusion arises in large part because of how 
strange NTSC (the U.S. television stan¬ 
dard) is. However, it’s confusing enough 
without bringing the NTSC standard into 
the discussion, so we’ll start with a few 
basic ideas that apply to any situation. 

First, there are three different concepts 
that can all affect how smooth a game 
looks, but which are actually quite differ¬ 
ent: refresh rate, redraw rate (what is typi¬ 
cally called framerate), and frames of ani¬ 
mation. What gets particularly confusing 
is that “frames” can refer to any of these, 
but once you are aware of the ambiguity, 
the meaning is generally clear from con¬ 
text. Refresh rate is the speed at which the 
monitor or TV actually redraws the screen. 
This depends on the monitor or TV, and 
has nothing to do with how fast a game is 
(although most monitors support a variety 
of refresh rates). Even if the framerate is 
faster than the refresh rate, the image 
will only update on the screen as fast 
as the refresh rate. 


a game is being updated 30 times per sec¬ 
ond: it’s constantly and smoothly drawing 
background scrolling or 3D aspects, but if 
the characters (or other animated parts) 
have a motion that takes one second but 
only has 10 frames of animation, this dis¬ 
crepancy will become noticeable. 

Now, to make matters worse, when play¬ 
ing video games on a television, the situa¬ 
tion is complicated by the idiosyncrasies 
of the NTSC standard. In essence, a televi¬ 
sion redraws the screen at 60 Hz (Hz sim¬ 
ply means “times per second”), but with 
the caveat that it is actually drawing in 
interlaced mode: that is, it will draw every 
other horizontal line of one picture, and 
then draw a second picture whose lines 
are placed between the lines of the first. 
Therefore, the actual effect is somewhere 
between having a refresh rate of 60 Hz and 
30 Hz; it can provide a faster refresh rate 
than normal 30 Hz would, but flickers 
more than a monitor refreshing 60 times 
per second. Each part of the interlaced pic¬ 
ture is called a field; the total picture is 
called a frame; hence, a television refresh¬ 
es at 60 fields per second, but only 30 
frames per second, since it uses interlac¬ 
ing to make a complete frame out of two 
fields. 


The redraw rate is the rate at which the 
game redraws the screen. This is the most 
variable factor, since it frequently changes 
substantially even as a game is being 
played - the phenomenon commonly 
called “slowdown.” This occurs in 
response to how much work a game has to 
do in drawing each frame, which can 
change a lot depending on many factors, 
including how much is being displayed on 
the screen: the more it has to draw (either 
in 2D or 3D), the longer it will take to do it, 
and the lower the redraw rate will be. 

Finally, the number of frames of anima¬ 
tion can also affect how smooth a game 
looks. This is often only a factor where at 
least some 2D sprites are concerned, since 
3D models can and generally do store 
extremely high numbers of frames of ani¬ 
mation without using up very much mem¬ 
ory at all. However, games which either 
use entirely 2D graphics or use sprites for 
some parts (like Doom did) can look jerky 
if the animated parts don’t have enough 
frames of animation. For instance, let’s say 


Taking a look at a couple of games featured in this issue, we have the smooth, 60 fps 
action of Roll Away on the left to compare to the below- 30 - and sometimes below- 15 -fps Tiny 
Tank on the right. With its simple playfield, it’s easy for Roll Away to maintain a high FPS, 
whereas Tiny Tank struggles with rendering a large environment and several poly models. 


Unlike monitors, a television’s resolu¬ 
tion is fixed: it can do about 250 lines per 
redraw, or 500 interlaced lines. Games 
handle this in different ways: a 30 fps 
(frames per second) game can run in low 
resolution and avoid the flicker entirely by 
drawing the same field twice to create a 
low resolution frame, which changes 30 
times per second. A 30 fps high-resolution 
game can draw the odd scanlines of each 
frame in the first field, and the even scan¬ 
lines on the second field, allowing it to 


chances are excellent that either it’s signif¬ 
icantly slower than that, or that it looks 
completely smooth and the estimate is 
baseless. At the end of the day, all that 
matters is that the framerate is fast 
enough that the game creates a convinc¬ 
ing illusion for you, and you shouldn’t let 
pedants try to ruin your fun. 

If you have any questions, comments, 
OR suggestions for topics you'd like 

TO SEE COVERED, PLEASE E-MAIL: 
TECHFRONT@GAMERSREPUBLIC.COM. 


draw 30 (interlaced) high-resolution 
frames per second, which flicker notice¬ 
ably. Things get stranger when it comes to 
console games running at 60 frames per 
second: high-resolution games will typi¬ 
cally only end up drawing half of each 
frame, since each field can only display 
half of a high-resolution frame. 

To address one more common confusion 
before adjourning for the month, it is a 
common misconception that the human 
eye can’t distinguish anything faster than 
30 frames per second. This is incorrect; 60 
frames per second is noticeably smoother 
than 30 frames per second. The misper¬ 
ception arises because 30 frames per sec¬ 
ond is about where the human eye can no 
longer distinguish individual frames, and 
the illusion of motion becomes convinc¬ 
ing. However, this does not mean that the 
illusion isn’t more convincing if the frame- 
rate is a solid 60 Hz. That said, people 
have a habit of drastically overestimating 
their ability to measure framerates; for a 
genre that doesn’t involve a lot of quick 
motion, 20 frames per second is very 
acceptable. If anyone looks at a game and 
tells you that they’re disappointed that it’s 
only running at 30 frames per second, you 
should take that with a grain of salt; the 
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__ Innovolion 

New Gun & Ammo so real you could Rob a Bank! 
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SCORPION SUN 

So real you might aet arrested! 
Available in 4 Colors! hts in the palm 
of your hand like a real gun. Force 
Feedback & Real Bullet Clip. Auto 
Reload & Auto Fire, Compatible with 
all PSX, Saturn, & Guncon Games 


DUALCON 

Advanced Dual Light Gun for all 
PSX, Saturn, & Guncon Games. Auto 
Reload & Auto Fire. 3 Colors 
Available. 


R€KOYL SUN 

The only Rekoyl Gun with a sight 
Scope, Auto Fire, & Auto Reload. 
Force Feedback & Rekoyl Function. 
Compatible with all PSa, Saturn, & 
Guncon Games. AC Adapter 
Included. Metallic Matte Black 
Finish 


inborn® fh® Ormphks of your PhystotHms? N64, fkmnmost, VCIt & mm © wffih 2 H@t New Products* 
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Converts any AV Signal to a SVHS Signal with Enhanced 
Graphics Resolution. See your game system like you never 
have before. Has 6 AV & 6 SVHS inputs! 


FOR PSX Before 





Action Replay - Before game Shark - There was Game Wizard 
Now, There's SUPER GAME WIZARD 
ONLY SUPER GAME WIZARD 

Allows you to play Any Import Game 
p from any country or any video game 
system from any country! Only Super 
Game images, game sequences, alter 
the game Wizard allows you to 
program & create your own Game 
Codes with the use of Wizard Link. 


FOR N64 


Innovation Products are available at Electronics Boutique, Movie Gallery, and other official Innovation 
Dealers. Call 1-860-395-3090 to find the Dealer nearest you, or to place an order. Fax: 1-860-388-0084. 

Visit us at www.innovation1.com 
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developer/publisher ubisoft • available january 






Below left, a stunningly picturesque cavern opens before Ed. And, 
at right, when Ed eats popcorn (he seems to prefer Newman’s 
Own) watch out! The little bugger goes hulk-o-mania and can bend 
solid steel or swat down the fiercest rivals! 


All screens on this spread are from the Nintendo 64 version. 


W ith all that has transpired since the PlayStation 
and Nintendo 64 were introduced - all the real¬ 
istic simulations, epic role-playing games, life-like 
adventures starring big-breasted women, real 
sports, and fighters a plenty - I continue to derive 
my most memorable 
moments from the 
wackier side of gaming. 
Like most obsessions, I 
thought my affinity for 
critters would eventual¬ 
ly pass, but my love for 
games of this nature 
continues to deepen. 
The first time I saw Ed’s 
funny head and heard 
his weepy plea I knew 
that Ubisoft were onto 
something great 
something that 

deserved to be put in 
the spotlight. And so 
the unlikeliest of char¬ 


acters proudly graces the cover of this month’s 
Gamers Republic- and we’re glad to have him. 

Creating a celebrated 3D action/platform/adven¬ 
ture is no easy task. Many ingredients must go into 
the mix, and if even one is lacking in the slightest, it 
can disrupt the entire pro¬ 
ceedings - which is why so 
few surface each year. 

Tonic Trouble has been in 
some form of develop¬ 
ment for about three 
years, and only now is it 
ready to charm the 
pants off its audience. 

The essential elements 
are all in place, save 
some minor issues with 
assorted physics inher¬ 
ent in our not-quite- 
final version; otherwise, 
the following compo¬ 
nents are all present and 
accounted for. 
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cover story 





First, and most essentially, you need 
a great character, and Ed is a delightful 
one, full of spirit and wonder. He’s fun 
to control and very reactive to situa¬ 
tions. Ed gets hot, cold, happy, sad, 
tired, and reacts to many given predica¬ 
ments differently. Like Rayman, he has 
no limbs, only a torso, head, feet and 
hands - traits UbiSoft introduced with 
Rayman and are now becoming famous 
for. This composition allows for 
extremely fluid motion and precise col¬ 
lision. Ed’s big, long head is full of expres¬ 
sion as he goes through his many 
motions. He’s cute enough to hug, yet cun- 
and feisty enough to swat down his 
foe - a perfect combination. He can direct 
platforms, hang and shuffle, slide on a 
disc, use a blow pipe, attack with a stick 
while running and jumping, swim, wade, 
pogo stick, fly, become “Super Ed,” and 
even go chameleon! A lowly janitor who’s 
accidentally mutated an entire planet, 
he’s the cause of all of the mayhem sur¬ 
rounding him, but the real reason he’s 
serving out this sentence is the oldest one 
in the book: The little guy’s in love. 



J Demonstrating five 
ispects of Tonic 
wble’s deep game- 
here's Ed riding a lift, 
a cliff, being chased, 
with the doc, and 
u/iiny nunaaj up. Ed does so much 
for a guy with no arms and legs, it's 
amazing! By the way, how would they 
ever make an Ed action figure? 


F reel Gres t nuts and bolts! 

I'm free! Ha! Ha! It seems I've 
had a slight problem with my \ 
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Next, you need a universe 
to unfurl the adventure in, 
preferably one as far 
removed from any previous 
incarnations as possible, 
which is no easy task consid¬ 
ering the limited elements 
that make up a video game 
environment. This is where 
the Tonic team truly shines. A 
world where everything on 
the surface from veggies to 
sheep has mutated into some form of hideous creep L 
the settings (which include canyons, caverns, caves, 
tunnels, slides, vast rooms and dungeons, and color¬ 
cycling rivers) have an amazingly distinct look and art 
style; the designers have copied no one in creating the 
mutated planet. The integrity of the textures is unprece¬ 
dented (except for perhaps Banjo' s) for the N64, and 
there is no fog in sight, allowing you to see vast stretch¬ 
es of the landscape before you. Like pages of a comic 
book, you never know what lies ahead, but it’s always 
breathtaking and full of possibility. 


animals alike (along with 
that happened to be lying around) 
have laid some hideous traps for Ed on 
his quest to return the planet to its 
prior state and get back home. 

Once all of this grandeur has been 
achieved (and it has), it’s up to the 
game’s 3D engine to make it all flow. 
As we all know, the best-laid plans can 
be negated by choppy frame rates, fog, 
and poor collision - afflictions the N64 
is very susceptible to. Tonic's engine is 
superb for both versions (PC and N64). 
Ubi’s proprietary 3D integration tool 
named Architecture Commune 
Programmation (ACP) puts creative 
control in the hands of the designers 
rather than the programmers, which 
results in an overall heightened experi¬ 
ence in terms of interaction and com¬ 
plexity, across the boards. 


Time to add enemies! 
Another key feature, you’ll need lots 
of little baddies protecting one 
really big nasty one. Here 
again, the designers at Ubi 
deliver. The once penniless, 
alcoholic marauder, Grogh the Hellish, 
who sips the intergalactic broth (after 
it practically lands on his head), has 
rallied the mutant veggies and other 
assorted freaks around him to assure 
that he can keep things the way they 
are, regardless of Ed’s attempt to clean 
things up. And so in fear of returning 
to stews everywhere, the plants and 


Tofuc 7ro 

Oft PC••• 


In my past Tonic Trouble cover¬ 
age, Tve focused mainly on the 
PC version (pictured here), not 
by choice, mind you, but 
because Nintendo ROMs are 
harder to come by than gold 
discs. In the end, I am shocked 
at how splendid Tonic looks on 
the N64, but there is no deny¬ 
ing that this is one beautiful 
PC game. Too bad there's not a 
swingin'gun or troops to com¬ 
mand and build stuff for... it'd 
sell a trillion! 




























The crowning jewel for any critter-based 
adventure/platformer is the gameplay. There’s nothing 
worse than getting a game home to discover it’s com¬ 
prised of nothing more than level after level of 
beating stuff to death. Monotony can kill just 
about any game. Tonic Trouble's 
gameplay is highly unpre¬ 
dictable, full of surprises, rich in 
puzzle and platform elements, 
and just plain fun. 
Platform fans that crave 
those long-lost timing 
jumps and lengthy, pat- 
tern-based scenarios are 
in luck. Tonic Trouble run¬ 
neth over with some 40 
hours of constantly evolv¬ 


ing gameplay that requires precision as well as intellect 
to conquer. And, finally, in terms of music and sound 
effects, I was shocked to hear the quality of audio they 
have achieved on the N64, given that this game looks so 
beautiful. So many 64 games of late have spewed 
earplug-inducing melodies, usually including the dread¬ 
ed trademark guitar lick from the dark side heard in 
every wrestling game intro on the planet. Tonic’s music 
is a mixture of moody melodies that rise and sink with 
the nature of the game, and all of the effects are clear 
and realistic, adding to the feel measurably. 

As I’m sure you’ve gathered by now, I’m pretty happy 
with Tonic Trouble and am highly recommending it. Both 
versions set one or more new standards for their respec¬ 
tive platforms and are at the very least incredibly inven¬ 
tive and entertaining pieces of software. Here’s to the PC 
version finding its way to the Dreamcast! Cheers! f 


You’ll find out on the next 
page. In the meantime, here 
are some examples of the 
many faces of Ed. Top left and 
right (from the PC version) 
don’t drown Ed (that would be 
the shot on the left), and see 
Ed slide down the hill (the first 
thing you do in the game, and 
man, is it fun). Below (from the 
N64 version) Ed gets-a-little 
from the doc’s daughter for 
continuing. 


All shots this spread are from the Nintendo 64 version unless otherwise specified 
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an interview uultn uOisatfs qreci qoObi 


I had a great time playing Tonic for this cover 
story. I only wish rd have had more time with 
the games. But this being the cover story, we 
waited till the last few days to get the most 
recent versions. So, in order to answer any 
remaining questions you may have, here's the 
skinny from Team Tonic! 


GR: After the success of Rayman across three 

PLATFORMS, WHAT PROMPTED THE CREATION OF ED 

and Tonic Trouble before a sequel? 

Greg: We wanted to do something totally different 
after Rayman. In the beginning, Tonic Trouble was 
like a new big bang in our brains: everything was to 
be created. A new universe, new characters, thou¬ 
sands of twisted ideas that we had when producing 
Rayman and that we did not put in Rayman because 
they did not fit with the spirit of the game. It was 
amazing. 

I suppose we felt like any creator on Day One: what 
will we create today? What about light? Ok, let’s go 
for light! Tomorrow will be Day 2. 

We needed to create something else before going 
on with Rayman. Nobody in the team felt like becom¬ 
ing civil workers, capitalizing all our life on our first 
success. I think that If we had made Raymam just 
after Rayman, Rayman2 would only have been a 
sequel instead of the really huge creation it is and we 
wouldn’t have made this amazing and totally twisted 
adventure game that Tonic Trouble is. 

What was the inspiration behind Ed? How was 

HE CONCEIVED AND BY WHO? 

The original idea we had was about the evolution of 
the character during the storyline. We wanted Ed to 
be an absolute nobody, a wannabe, a loser at the 
beginning of the adventure and a maxi-mega-super- 
star, super hero, savior of our souls at the end. Ed is 
an anti-hero (like all of us) that turns himself into a 
hero (like in all our wishes). Ed was originally “deliv¬ 
ered” by Michel Ancel (the creator of Rayman ) and 
received his education from all of us. To be honest, 
this guy did not receive what I would call a classical 
education. That may be why he is twisted, schizo¬ 
phrenic, completely clueless about reality and the 
way you should behave in society. 

We have included a psychological analysis of Ed 


allow to de-multiply creativity. Before, designers 
used to order a character to engineers, engineers 
would program its behavior, which was integrated as 
such in the game. This did not allow the behavior to 
be rich enough. The development of our tools allows 
today to have 35 people looking for new ideas, devel¬ 
oping them and evaluating the gameplay in real time. 
Let’s talk about figures : 

— developers: 60 

— animators: 30 

— level designers: 12 

— 3D artists: 12 

— sound designer: 1 

— musician: 1 

— sound effects: 2 

Shifting gears from 2D hand-dr awn graphics to 

3 D, WHAT HAS BEEN YOUR BIGGEST CHALLENGE? 

Keeping the expression and the emotion of the char¬ 
acters. Our characters are very cartoonish and fun. 
We decided that they would express their personali¬ 
ties through their actions (versus facial expression). 
So we kept this fun with the movements of the char¬ 
acters. Tonic Trouble is full of hilarious animations. 
We have bodybuilding guards dancing on the ice with 
a very nice pink tutu, we have boxing mushrooms, 
angry carrots, revolutionary corns... 

What is your ultimate goal for Ed? 

We know Ed has strong potential as a character. Tonic 
Trouble is the first appearance of Ed. He is very 
impressive (you know, he is quite a shy guy) even if 
he knows that he is a good actor. We have the same 
hope: To win an Academy Award! 

Do YOU THINK THE PC DEMOGRAPHIC HAS COME FAR 
ENOUGH TO EMBRACE A FULL-BLOWN CONSOLE PLAT¬ 
FORMER? 

Actually, Rayman already proved this for UbiSoft. It 
was a massive success on PlayStation, but also on 
PC, thanks to the great gameplay and a universal 
character. We are very confident that Tonic will set up 
a new reference on PC as well. 

Was Tonic trouble designed for PC and then shoe¬ 
horned INTO THE N 64 , OR HAVE BOTH GAMES TAKEN 


I think so. We received very good support from Nin¬ 
tendo of America. They believed in the title, as did 
Mr. Miyamoto. So they have been very available to 
help us. We received a lot of hints from them. 

The opening cinema for the PC title is absolute¬ 
ly amazing. Who is responsible for this amazing 

FOOTAGE AND DO YOU HAVE ANY PLANS TO TAKE Ed 

(via CG) into any other forms of media? With the 

POPULARITY OF ANIMATED SHOWS ON FOX, MTV, AND 

HBO, It seems a no-brainer. Ed's pretty darn 

COOL. 

The opening cinema sequence was made in Montpel¬ 
lier (south of France) under the direction of Michel 
Ancel. We received the ambition of taking our char¬ 
acters into other forms of media. We have some 
plans that I can not communicate now for Ed. 

The music on PC is majestic and really adds to 

THE GAME. Do YOU FEEL THAT YOU'VE BEEN ABLE TO 
ACHIEVE AT LEAST GOOD RESULTS COMPARATIVELY ON 
THE N64? 

Yes, the music on the N64 version is really good; we 
kept the same spirit. Of course, it is midi (compared 
to Dolby Surround for the PC). But we made our own 
midi bank with bizarre instruments that are not in the 
bank provided by Nintendo. For instance, we have a 
banjo, a coucou, a Theremin and even a Mongolian 
jalopy. If you wonder what a theremin is, listen to 
Tonic's music. 

What number will TT have to hit to spawn a 
SEQUEL? 

We have already begun the conception of another 
title around Ed and his universe. It is not really a 
sequel but another adventure starring Ed, with a 
slightly different concept of gameplay 

It SEEMS THAT THE PC VERSION OF TT, WHICH IS OBVI¬ 
OUSLY THE BEST PC PLATFORMER EVER, COULD BE 
RATHER EASILY DONE ON THE DREAMCAST. GIVEN THAT 
THE DC AUDIENCE WOULD LIKELY EMBRACE THE GAME 
TO A MUCH LARGER EXTENT, DO YOU HAVE ANY PLANS 
TO PORT THE TITLE? 

Well, Tonic Trouble is N64-exclusive for one year. That 
gives us some time to think about it. 



from the doctor who attested that he could never join 
the Marines - you’ll find that printed on page 120. 

HOW LARGE OF A TEAM HAS UBI ALLOCATED FOR THE 
PROJECT? 

Actually, quite a large team. This is due to the fact 
that Tonic Trouble is our first open-space 3D game. 
We had to make the engine. This was a big effort 
since we decided to make it modular, re-usable (for 
other games) and scalable (for all platforms). This 
engine was re-used (with few modifications) for Ray¬ 
man 2, for instance. We also developed very powerful 
integration tools in order to offer a wide range of pos¬ 
sibilities to level designers. 

Those specific tools allow the teams of game 
designers and graphic designers to develop their 
maps and work themselves on the Al of characters 
and game situations. The flexibility of those tools 


THEIR OWN COURSE? Are they from the same team? 

We made the first PC version for a bundle market in 
March ’98. Then we made a totally new game (new 
levels, more characters) for the N64 and for the PC 
retail version. So the N64 version has been absolute¬ 
ly designed for the N64, by a separate team: we just 
kept the twisted spirit of the game and pushed it to 
the limits of the console. 

The PC retail version has been made by taking the 
gameplay from the N64 version and the graphics 
from the bundle version. 

Will TT64 use the new 4-meg memory pak? 

We are currently looking at it. We will probably use it 
but I can not be absolutely positive yet. 

Do YOU FEEL THAT YOU'VE BEEN ABLE TO TAP INTO THE 
N 64 'S HIDDEN STRENGTHS AS RARE AND IGUANA HAVE? 


On that note, is the DC capable of an even better 

VERSION? 

The first tries we made with Tonic Trouble on our DC 
kits were quite amazing. 

And, finally, this is obviously a fantastic 3D 
engine. Will UbiSoft continue the tradition of 

SUPPORTING THE EVER-POPULAR ACTION/PLATFORM 
GENRE WELL INTO THE FUTURE WITH THIS ENGINE? I 
DON'T SUPPOSE YOU COULD HINT AS TO WHAT MAY BE 
COMING NEXT... 

Of course. We are currently producing Rayman 2 and 
three Playmobil titles with the same engine, plus 
around 15 others next year. And you are right: noth¬ 
ing I can tell today. 

Thanks for your time, and best of luck with 
Tonic Trouble/ 













Windows 

CD-ROM 


EVERYONE 


www.mindmagic.com 

Mind Magic Productions is a division of RMC Interactive 
1753 Northgate Blvd, Sarasota, FL 34234 1.800.762.6443 

NHRA Drag Racing was developed by Tantrum Entertainment © 1998 Tantrum Entertainment, Inc. 4 Spring Hill Lane Bethel, CT 
NHRA trademarks are used with the permission of NHRA Properties and the National Hot Rod Association. 

All other trademarks or registered trademarks are marks of their respective owners. All rights reserved. 
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® Dreamcast 



I Ve just played the future. Sure, that was a sappy intro, but it*s true. This October, Sega had their public unveiling of the 
Dreamcast in Japan, and we were there in full force to cover the event. The following 12 pages consist ofGR’s first hands- 
on impressions of the games, along with a few new announcements. # 





trie elate seqa fanatics uuiu remember forever 


It all started on October 6 at the Shin Shina- 
gawa Prince in Shinagawa, Japan. It was here 
that Sega invited journalists worldwide to an 
elaborate ballroom and presented the future of 
their company - the Dreamcast. Speeches were 
made, videos were shown, surprises were 
announced, but the true excitement didn’t 
begin until after the two-hour presentation fin¬ 
ished. This was the time we were waiting for, 
when more than fifty TVs lining the walls of the 
ballroom flickered on, and controllers were 
plugged into the small white machines that sat 
in front of each and every one. 

But even forgetting the playable games for a 
moment, it was still a memorable evening. We 
heard from the president of Namco, who stated 
that they’ll be creating games early next year 
and are excited about the networking capabili¬ 
ties of the Dreamcast. The main theme to 
Daimakaimura (Ghouls and Ghosts) played as 
Capcom announced their upcoming “zombie 
game,” and laughter echoed throughout the 


building as Shiji Mikami, the man behind Resi¬ 
dent Evil, walked on stage and revealed what 
Capcom’s really working on: Resident Evil Code: 
Veronica . We heard Yu Suzuki speak about Pro¬ 
ject Berkley, the code name for the game that 
has been described as Virtua Fighter RPG 
(details are on page 41). We were all disappoint¬ 
ed by the fact that Sonic wasn’t a launch title, 
and thrilled by Sega’s ambitious plans to put a 
Dreamcast in every home. It was a hectic night, 
a draining presentation, but a totally worth¬ 
while event - even more so when you consider 
the fact that we were some of the first people in 
the world to have a run at the Dreamcast’s soft¬ 
ware lineup. 

The time we had to play the games that night 
was severely limited, but it didn’t really matter. 
I tasted Sonic Adventure and Virtua Fighter 3th 
and I knew just a short time later I would have 
ample time to play all the Dreamcast games to 
my heart’s content - the Tokyo Game Show was 
just around the corner. 
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□range s. white, seqa's booth screamed of tneir neuu system 

Sure, Final Fantasy VIII was huge, Sony had plastered everywhere: huge posters adorned 


tons of curious visitors wondering about the 
PlayStation Pocket, and even Namco’s area 
was packed with Ridge Racer fanatics. But 
there was little doubt about which booth was 
the most popular during this Fall Tokyo Game 
Show. Barely maneuverable on the first day of 
the show with only industry folks in atten¬ 
dance, Sega’s booth became a madhouse on 
the public days. Imagine a solid sea of people, 
pushing and churning but not really getting 
anywhere, and you’ll get a good idea of what 
this area looked like on the later days. 

And why not? This Tokyo Game Show not 
only marked the public unveiling of a new sys¬ 
tem, but a new Sega System. Virtua Fighter 
3tb and Sonic Adventure were playable, along 
with over ten other games, and the fans were 
there in full force. 

And even if you didn’t really care, Sega cer¬ 
tainly did their best to make sure you didn’t 
miss their baby; they had that orange spiral 


the walls, almost everybody carried orange 
bags, and even the local subway station was 
covered with Dreamcast banners. 

The only disappointing part was the 
absence of Resident Evil Code: Veronica and 
Grandia 2, two games which were announced 
a few days preceding the show. Capcom’s 
booth didn’t even mention Sega (even though 
they also had announced a Dreamcast version 
of Power Stone at the Conference), and there 
wasn’t an ESP or GameArts booth to be found 
on the floor. The only other booths that had 
any major Dreamcast 
coverage were Uep Sys¬ 
tems (Coolboarders) 
and Taito, who were 
showing off the DC ver¬ 
sion of their upcoming 
arcade title, Psychic 
Force 2012, behind 
closed doors. 
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cne most anticipated nreamcast title uuas finaiuj piaqaaie 


I could start this preview the easy way - talk¬ 
ing about how popular Sonic is, how incredible 
the game looks, and how much we’re all look¬ 
ing forward to playing it at home, but frankly, 
that’s boring. We’ve all heard that crap for the 
last four months, and, thank God, the time for 
hypothesizing is over - Sega finally let us in. 
Over the course of the Sega New Challenge 
Conference II and the Tokyo Game Show, 1 was 
able to play this game for hours. I sped Sonic 
through a futuristic city, firing through loops 
and sprinting down the face of a building. I 
used Knuckle’s gliding technique to float 
between giant levitating rocks, utilized giant 
fans to propel me to higher areas, and climbed 
up sheer walls of stone. I raced Tails down a 
giant mountain on his snowboard, leaping over 
trees and onto secret areas of the track while 
being chased (or chasing) Sonic the entire 
time. And my God was it fun. 

Sonic Adventure is truly the main reason I’m 
buying a Dreamcast; there’s no other game like 
it. There are areas that, when you first experi¬ 
ence them, will give you chills. Remember the 
first time you played Panzer Dragoon, Ridge 
Racer, or Mario 64? Back in the days when a 
system was young, there were games that 
forced you to stop playing every few hours, 
just to reflect on what you’ve just seen. Sonic 
Adventure is one of those titles. I was glad the 
courses on display were so short, because I 
really needed to take breaks between charac¬ 
ters; and even though the crowds were stifling, 
my awe never subsided. 

Yes, the courses were short. Each only took a 
few minutes to complete, but this can be 
attributed to the fact that Sega wanted as 
many people as they could to play their game. 
In an interview before the New Challenge Con¬ 
ference, Yuji Naka stated that the final game 
will not only feature the “quick” action levels 
we saw at the show, but longer, more involved 


exploration levels. We can expect areas that 
will dwarf Mario and Banjo in size, feature 
detail far beyond either of those games could 
ever display, and have an interaction level 
unseen before in gaming. 

Well, enough of the frivolities, let’s get to the 
descriptions. On the next page, you’ll see 
somewhat detailed accounts of what was 
shown at the Tokyo Game Show. And just think, 
mere weeks after reading this, Sonic will be on 
sale in Japan. Ain’t life grand? & 
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f e i os-r ^ 


If any stage felt the least like a Sonic 
game, this was it. Taking the role of 
a cumbersome (yet kind of speedy) 
robot, you traveled through giant 
caves, leaping around with your 
rocket thrusters. Oh yeah, and you 
shoot down critters with your laser 
gun. Your laser gun... what the hell?! 

I can’t believe this game has projec¬ 
tile weapons... Anyway, this area 
had the same feeling as Knuckles’, 
as you weren’t forced to move 
through small passageways. 
Instead, the caves - complete with 
platforms over bubbling lava - gave 
you freedom to explore a bit, and 
seemed to offer multiple ways to 
exit. I have to admit, ei02-r seemed 
a bit misplaced among the other 
cast members of Sonic Adventure, 
feeling more like a last-minute addi¬ 
tion than a core character. 

_ j 


<ooooo>cnn 


Amy’s a coward. Well, I can’t really comment on her person¬ 
ality, but her stage was pretty much based on you running 
away. Even armed with a giant hammer, I found myself 
forced to jam forward through multiple corridors as robots 
gave chase. Probably the most unfinished level on display, 
there were quite a bit of camera issues as you turned the 
angle traveling through the hallways; but in seeing the 
superb camera work of the other levels, I’m sure this will be 
fixed. Amy also had a cool little bird friend that didn’t seem 
to do much except sit on her shoulder and look cute. 


Not surprisingly, this stage had 
the longest lines of people wait¬ 
ing to play. Comprised of incred¬ 
ibly tall buildings, floating plat¬ 
forms, a few rockets, and a real¬ 
ly shiny helicopter. Sonic’s futur¬ 
istic city stage was easily the 
most impressive of the whole 
bunch. What starts as a journey 
across rooftops turns into a maddening chase through twisting ramps 
and loop-the-loops, and finally climaxes as you propel yourself down the 
side of a building. There were even a few hidden platforms only accessi¬ 
ble if you were adept with Sonic’s new spin attack, which could be used 
to bounce on enemies’ heads across huge gaps. The entire experience 
was exhilarating, to say the least. 


Tail’s stage played more like a bonus game rather than a nor¬ 
mal action stage. You’re in a race against Sonic going down 
a hill, dodging rocks and trees while keeping your eyes open 
for jump platforms. This is great stuff, with incredible speed 
at times, and although there was a bit of draw-in near the 
end, the graphics rarely diminished. The coolest effect in the 
game was found here - snowflakes hitting the “camera” as 
you raced down hill, and unlike the white squares normally 
found in snowy games, these were actual flakes, shaped 
accordingly. 


This stage probably had the most graphical problems, but it 
was also the most ambitious. Set on giant rocks high in the 
sky, held aloft by giant propellers, you could see for miles 
around - and as long as you could ignore the occasional 
pop-up, the view was fantastic. As Knuckles, you used your 
gliding ability to float between these islands while battling 
baddies and trying not to fall off the sides. Aside from 
Sonic’s, this stage was easily one of the most fun to play, as 
the amount of freedom it offered gave you warm feelings 
inside about the exploration levels we’ll soon experience. 














gg’5 ujad-(L| racer tnriuecl manL| uuitn its coiorfui qamepiag 



sfmit 


Lush with color and packed with more animation leaping over obsticles and watching out for traps, 
than any game deserves, the most beautiful title But in any case, it would take a hard man not to at 
shown for the Dreamcast strangely enough wasn’t least appreciate this game for its humor vdlue. 

Sonic Adventure or 02 , but General Entertainment’s It’s hard not to smile when the race turns into a 
first solo release, PenPen Tricelon. I’ll be the first to flummoxed mass of shape and color, with all the 
admit that there are a few Dreamcast games that opponents bashing into one another, eventually 
look like any Voodoo2-equipped computer could landing on their butts, eyes rotating wildly. The fact 
handle them (aside from Sega Rally 2, which is a is, most of the people I saw playing PenPen seemed 
given), but I’ll challenge anyone to make that com- to be having a great time, and I certainly joined them 
ment about PenPen. Never before have I seen a in this. 

game look this good. Look at these shots. Now, think If it weren’t for PenPen, there’s a good chance I 
of the characters bouncing around, vaulting into the would have held off buying my Dreamcast until Sonic 
air and sliding around on the ground, all at a con- Adventure, but as it stands now, the launch date is 
stant 60 frames per second. Rarely does the frame going to be one hell of a fun day. ^ 
rate ever drop, even in the two-player mode... That’s ^ 
what I call programming. 

There were a few people I talked to at the show I 
who didn’t like PenPen, and that’s totally under- 
standable. If you’re expecting a Ridge Racer- style ^ 

grand prix with feet, you’ve got another thing com- WBBw tey 
very slow. More like a 


ing. Truth is, PenPen is slow 
combat racing title rather than just a dash to the fin¬ 
ish line, the game has you trying to bump your oppo¬ 
nents out of the way as you waddle down the track, 
























































we saw back in 1996 - and aside from the stunning FMV, I was sorely disappointed. But this all 
changed at the Tokyo Game Show. 

Strangely enough, the first officially announced game for the Dreamcast was shown only on 
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□attie vile creatures in l-tnee-cleep snouu... uuearinq a sNirt 

I had my doubts about D2. After seeing the M2 
demo shots nearly two years ago, I was blown away, 
and was expecting an even better looking game when 
the Dreamcast version officially debuted back in May. 

This was not the case. Surprisingly, the main character 
from the original version, a sword-wielding young man 
who traveled through an incredibly detailed castle, 
was replaced by Laura (the main character of the first 
D, and according to the M2 storyline, his mother) 
romping through knee-deep snow wearing a skirt and 
sporting a submachine gun. What the hell happened? 

What was wrong with the game initially destined for_ 

the M2?What’s with all this snow crap? 

While the screenshots for the Dreamcast game did¬ 
n’t look terrible, the scant backgrounds (snow, moun¬ 
tains, snow, trees, snow, a house, etc...) and a confus¬ 
ing-looking battle system seemed a far cry from what 





video, and had some of the tightest “anti-videotaping” security of the entire show. The rolling 
demo started out on a familiar note, with Laura walking through snow, holding an Uzi. Then, 
scenes of her snowmobiling through thick powder began. Soon I was looking at the most ani¬ 
mated real-time faces ever, as two polygonal characters conversed over a table, facial expres¬ 
sions going mad. But it was near the end of the tape that truly alerted me to Warp’s power. As 
Laura entered a fallen plane, I was presented with an incredibly detailed vision of broken 
chairs, emergency air breathers hanging from the ceiling, magazines and other trash littering 
the floor - and then the camera angle moved. I couldn’t believe it: At first glance the back¬ 
ground looked like a pre-rendered image, and one second later I was just watching the camera 
swing around the cabin, focusing on a fallen stewardess. Suddenly she stood, green puke 
falling from her lips, before her back exploded in a web of slime and spider-like arms, attach¬ 
ing her broken body on the nearest wall. ^ _ju— - w — 

My God, it was cool, and, after seeing that m 
tape, D2 once again skyrocketed up my want r \ 

list. Aside from the battles still looking a bit a, t 

cheap, this game single-handedly shows what 

the Dreamcast can do with “realistic” settings, dm * 

and only makes the wait for both this and Resi- \ i 

dent Evil Code: Veronica even harder. & V •4;lf *1 __ 
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Climax Graphics sure love those fireballs. The visuals. In fact, the main reason why Sega and Climax 
explosion effects, complete with flames and wild par- Graphics are delaying the game until mid-January is 
tides streaming from booming masses, were some of due to the camera angles and lack of dedicated play 
the most impressive I’ve ever seen in a 3D game. The mechanics - namely, unique and rewarding puzzle 
explosions were also some of the most overused elements. 

effects of all time! Seriously, our hero Elliot was I have complete faith in Sega, however. The camera 
stomping around launching red-hot bazooka blasts at situation isn’t impossible to amend, and the puzzles 
everything in sight, yielding the same dramatic effect, should be easy to implement during the delay. Blue 
I’m sure it’s immensely satisfying, but I hope to see a Stinger still shows awesome depth and design. The 
variety of ordinance on display in the final version detailed characters are flanked by beautiful colored 
(which was recently delayed until January 14,1999). lighting from literally dozens of different sources 
There’s no denying the overall quality of Blue simultaneously. Huge, wicked abominations slam 
Stinger. Despite the obvious shortcomings (mindless through buildings left and right. Deep, 60 fps envi- 
camera angles), it displayed tremendous high-impact ronments rival some of the bestVoodoo2 has to offer. 

^- —y --—-\ And the entire theme and premise of uncontrollable 

!W I I scientific experimentation has me intrigued. Keep an 

eye on this one... it’s sure to be a U.S. launch title. ^ 
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'one of the most impressive console rpg experiences ever 


Time to treasure hunt uuitn stinq’s au-time cooiest project: 

Mag Launcher’s parents are missing, and a 
mysterious young girl, Rinea, appears out of 
nowhere with a letter from Mag’s dad instruct¬ 
ing him to take care of her. With the help of 
Goulet, the Launcher family Butler, the pair 
must search the local ruins for Mag’s treasure¬ 
hunting parents. Complicating matters, the 
Number 8 Imperial Army has just marched into 
town for no apparent reason. The ruins, per¬ 
haps? 

That’s the premise of Sting’s cute RPG Evolu¬ 
tion , slated for a December release. The game 
employs a smooth 3D engine and introduces 
unique attack and technique battle systems. 

The dungeons are randomly generated and 
very simplistic, but there’s an endearing quality 
to the characters and theme. ^ 




cumax 


There’s only one way to follow up our massive Climax Landers feature 
from last month: A hands-on report of the game in action, accurate and 
undiluted, straight from our ace Japanese GR intelligence. Although 
these shots successfully convey the level of detail present in all of Climax 
Landers' environments, there’s no way to show the game in all its glory, 
shifting at 60 frames per second. As we mentioned last issue, try to 
imagine the artwork you see before you stretching deep into the horizon, 

flowing gracefully without a 
hint of glitching, chug, or z- 
buffering issues. 

What we saw at the show 
was nothing short of 128-bit 
role-playing heaven. Climax’s 
beloved characters ran in and 
around the walls of gor¬ 
geous, shocking townscapes. 
The textures were ultra-crisp, 
and the variety of color 


schemes was mind-numbing. The sheer opulence and incomparable art 
design of Climax Landers ran unchecked from one scene to the next, like 
some kind of tapestry of modern 3D design. And unlike many of Sega’s 
first-party titles on display, the game seemed to have a well-defined 
camera system in place already at this stage of development. I suppose 
these aesthetics can only improve with time. What a frightening thought. 

In terms of gameplay and level structure, we still know very little in the 
way of concrete details. It’s clear that the environments are each con¬ 
structed in a similar fashion to portal-type corridor games on the PC, in 
that they’re self-contained, highly complex areas floating (if you would) 
separately from other areas. The sense of connection and continuity 
between environments is not sacrificed, however, as loading times seem 
to be well under control. In addition, the randomly generated dungeons 
were surprisingly detailed. Random dungeons of the past were inherent¬ 
ly weak in appearance due to the compromise between efficient con¬ 
struction and graphical complexity. A machine as powerful as the DC, 
however, mercilessly blurs this fine line. Let the quest begin: Climax Lan¬ 
ders is sure to be picked-up by SOA for a U.S. release. ^ 
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cJispiaLjecl oniLj on Cape, seqa rauq a failed to impress 

Thank the lucky stars, Sega Rally 2 has been standable, because that’s exactly what the game 
delayed. I’m normally not this thrilled when a game, seems to be. 

especially one I’m technically looking forward to, is In my humble opinion, this is the cheapest-looking 
pushed back - but in Rally 2’s case, I’ll make an Dreamcast game yet, especially for a title with such a 
exception. It’s not that the game wasn’t fun to play, fan following. What was wrong with just trying to con- 
The fact is, Sega didn’t even give us the chance. vert the Model 3 Step 2 game? Was the Microsoft CE 
How could Sega claim Sega Rally 2 was a needed for the modem play (this is the only title so far 
Dreamcast launch title, and only display it on video- to support this function), and if so, does that mean 
tape at the TGS? Nearly every game with substantial future on-line games will have the same look? Will 
space, aside from Geist Force (also very curious), had Daytona 2 look like this? If I want a PC game, then I’ll 
playables running, even titles that wouldn’t be out for buy it for my PC. 

months. Instead, all Sega had was this video - and a Even though Sega Rally 2 seemed smooth enough, 
slightly lame one at that. I’m curious to see what it looks like with more than 

As the only title with the “Powered by Microsoft CE” one car onscreen at once - something the tape failed 
label displayed, Sega Rally 2 looked more like a PC to display. 

game than any of the other Dreamcast offerings that Well, I guess we’ll all see on Sega Rally 2’s new 
surrounded it. From the appearance of the textures to release date, this time on January 14. But by judging 
the way the mountains in the distance faded in, the from the tape I saw, it wouldn’t surprise me to see it 
entire game screamed PC port. Well, that’s under- slip once again... ^ 


IV 105 k>n 


tnis aircraft carrier is Toadeduuith a riuciEar nfqntmare 

Ok, I’m cheating a bit. Actually, Carrier wasn’t actually announced at There are two new systems being introduced ir 
either of the shows, but we just got these shots in and Godzilla certain- System, in which multiple characters are doing 
ly didn’t need any more room. So here we go. other areas of the ship; and the Auto Action Syst< 

Taking place aboard an aircraft carrier, Jaleco’s new Dreamcast create your own outcome to the storyline by givin 
announcement puts you in the role of either a male or female specialist you want to go next. For example, if one of your t< 
brought aboard to investigate some sort of nuclear incident. Jaleco stat- to meet him on a certain time at a certain plac 
ed they’re planning on making the storyline a prominent part of the expe- request and the overall story will change, 
rience, and promise the game, despite its familiar look, will be much Take a look at our next issue for an in-depth loc 
more than just a nice-looking Resident Evil clone. a bunch of new screenshots. & 
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taitcrs Latest arcade smasn is dreamcast bound 


On the special VIP day of the TGS, Taito showed select press 
the first pictures of the Dreamcast version of their hit arcade 
game, Psychic Force 2012. Currently at 30 percent complete and 
set for a spring release, Taito are confident that they’ll be able to 
port their first game to the Dreamcast without suffering any 
drop in quality despite the awesome 3D performance of their 
incredible arcade Wolf Board. 

Besides a perfect arcade port, Taito will also be including var¬ 
ious original Dreamcast modes as well. For example, there will 
be an individual story mode for each character when ^ 
you play against the CPU with special endings for each 
of them. In addition, Taito will include a “watch” mode 
where you can observe two CPU characters fight it out. 

This will prove useful for studying the CPU’s offensive 
and defensive tactics. Psychic Force has already 
spawned an anime series and garnered a loyal follow¬ 
ing among Japanese gamers. The melding of free-form | S 
airborne combat, anime themes, and Zuntata’s high- : fl 
energy musical accompaniment is indeed an attractive 
ensemble. We expect many other new features will be |' n j j 7 " 
added before the game ships sometime this winter. vct 


ill i 
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seqa of america’s first dreamcast title mal-ies an appearance 

Shown for the second time on video at the TGS, Geist Force was quite Standing for “play,” “action,” “story,” and “music,” Sega’s curious new 
a step down from what we saw earlier at this year’s E3. Gone are the pul- strapline for Geist Force still makes me laugh whenever I repeat those 
sating jellyfish boss and madness-inducing dogfights we saw behind words, but hey, it’s for the Japanese market; they can do what they want, 
closed doors in April, replaced by slightly jerky frame rates and less- Not really surprising, as S f|| 

flamboyant backgrounds. But at least we know we’re looking at an actu- we were going to press with 


al game this time. this piece, Sega had an 

The scope of the Geist Force is still impressive, though. They showed announcement. Not only has 
scenes of the ship gliding through icy caverns, over the swirling clouds this game been delayed, but 
of alien worlds, and high above what looked to be American farmland, all it’s been pushed back to an 
the while keeping a good frame rate aside from a few major studders. undetermined date. A 
Enemies were scarce, but the few they did show were quickly targeted by strange move for a title that, 
the ship’s cross hairs, and blown apart by arcing blasts that looked like up until last week, was set 
something out of Panzer Dragoon. to be unleashed a week after 

Speaking of Panzer Dragoon , a few of the conceptual sketches we’ve the DC launch... & 

seen of Geist Force showcase areas that look like something straight out ^— --— 

of a PD game, suggesting that Team Andromeda might have had a bit of 
influence in this first American-made Dreamcast game. And hey, if noth¬ 
ing else, at least GFhas some “Pasm.” Actually, it has “Non-Stop Pasm.” 


to be unleashed a week after 
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UbiSoft’s first Dreamcast game 
is a port of their latest PC offer¬ 
ing, Monaco Grand Prix. You’ll 
get to race around in one of 
those speedy cars, with every 
option on earth at your control. 
Have problems with your gear 
ratios? Change ’em! Telemetry 
looks a bit bad? Urn, fix it! 
Monaco on the PC gives you a 
ridiculous amount of control 
over your car’s performance, 
something that might be modi¬ 
fied for this version. 


incpminci: 


One of the first Dreamcast games is also the first true PC port. 
Rage Software’s Incoming hit PCs in the U.S. a couple months 
ago with limited success, and gives you the ability to fend off 
aliens using a combination of arcade gun-turret sequences and 
“real-time-strategy” battles. Unfortunately, this looks to be a 
straight port of the original version - meaning if you want to play 
the game at home now, just buy it on PC... 


puyp-puLjon ~ 

Well, wishes really do come true. We can finally experience Puyo 
Puyon as the way it was always meant to be enjoyed, at high res¬ 
olution and sixty frames a second! 

Man, I didn’t even believe that myself... Really, what’s the big 
deal? Fust July, then this. I’m sure fans of the series will dig the 
new costumes and stuff, but what happened to titles that make 
us feel like we’re sitting on the edge of gaming evolution? 


Curb 


OK, you’re this cat-like girl and you’re on a planet of lions* saving 
them from a race of sheep. Meanwhile there are giant ice cream 
cones in the place of trees, the houses are flat-shaded in colors 
of pink and yellow, and the ground is flat, covered with psyche¬ 
delic textures. Even though I don’t frown on drug use among 
software developers, this is one team that should’ve sobered up 
before signing off on the design documents... This game is going 
to be so poor, I can’t wait to play it at home! 


7tn crc>55 

The only reason I’ll play this 
game is to spend time as my 
favorite animal on earth, the 
amoeba. That’s right! You get to 
control an amoeba! Isn’t that 
cool? Starting off as this one- 
celled critter, you’ve got to 
evolve up the food chain, bat¬ 
tling other life forms to gain 
their power... or something. 
The graphics were quite poor, 
and the battles looked boring, 
but who cares? There are 
amoebae here! 


|ULL| ^ 

If any game truly pushes the 
Dreamcast to its technical lim¬ 
its, it would have to be July. 
Never before have I seen still 
images and a lame map screen 
displayed with such power... 
OK, actually, this game sucked. 
Nothing more than a graphical 
adventure, you have to navi¬ 
gate your character using a 3D 
map screen and interact with 
still images of other people. It 
has nice CG and could have a 
good story, but who cares? 


( Eqq ^ 

Using a combination of hand- 
drawn backgrounds, pre-ren- 
dered characters, and fully 
polygonal battle scenes, 
Elemental Gimmick Gear cer¬ 
tainly covers every graphical 
angle. This RPG, while a bit 
rough around the edges (the 
hand-drawn areas were 
rumored to have been devel¬ 
oped for the Saturn), did look 
fun, and had some of the high- 
est-quality and fastest-loading 
FMV sequences I’ve ever seen. 
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additional titles 




selection of otner dreamcast cleiicjnts. 


W hile many of us see the Japanese Dreamcast launch as nothing more than an excuse to play games like Sonic Adventure and 
Virtua Fighter3th at home, it’s easy to overlook those “other titles.” You know, the games we’ll all buy in that madness-induc¬ 
ing fever that appears along with a new system, making every title seem like a winner. Here’s a few of the ones that may or may 
not end up on your closet floor when you come to your senses... & 
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GflmE TITLE 

6EnRE 

11-27-98 ! 

GODZILLA GENERATIONS 

ACTION 

11-27-98 | 

VIRTUA fighter: 3tb 

FIGHTING 

11-27-98 

PEN PEN TRICELON 

action/racing 

11-27-98 ! 

JULY 

ADVENTURE 

12-23-98 ! 

SONIC ADVENTURE 

3d action 

12-23-98 ; 

INCOMING 

3d action 

12-23-98 j 

EVOLUTION 

RPG 

12-23-98 | 

SEVENTH CROSS 

SIMULATION RPG 

12-23-98 i 

TETRIS 4D 

PUZZLE 

01-14-99 ! 

BLUE STINGER 

3d Action 

01-14-99 « 

SEGA RALLY 2 

RACING 

01-14-99 : 

SENGOKU TURB i 

ACTION RPG 

01-99 

CLIMAX LANDERS 

RPG 

02-99 

AERODANCING 

FLIGHT SIMULATION 

02-99 

DIGITAL HORSE RACING 

SIMULATION 

02-99 

GET BASS 

FISHING SIMULATION 

02-99 

WHITE ILLUMINATION ! 

TRAVEL COMMUNICATION 

03-99 

CHO-HAMARU GOLF j SPORTS (GOLF) 

03-99 

GREAT BUGGY 

RACING 

03-99 ; 

COOL BOARDERS 

RACING 

03-99 

MAH JONG 

TABLE (MAH JONG) 

03-99 

PUYO-PUYON | VERSUS 

AFTER 03-99 I 

SHIENRYU 2 

SHOOTING 

AFTER 03-99 | 

DYNAMITE ROBO 

ACTION 

AFTER 03-99 | 

CARRIER 

SIMULATION 

AFTER 03-99 ! 

THE KING OF FIGHTERS ’98 

FIGHTING 

AFTER 03-99 ; 

MERUKURIUSU PRETTY 

FANTASY SIMULATION 

AFTER 03-99 ! 

MONSTER BREED 

MONSTER SIMULATION 

AFTER 03-99 ! 

BIOHAZARD - CODE VERONICA 

ADVENTURE 

AFTER 03-99 | 

POWER STONE 

FIGHTING 

AFTER 03-99 j 

HIRYU-NO KEN RETSUDEN 

FIGHTING 

AFTER 03-99 J 

CRACK 2 

SIMULATION 

AFTER 03-99 ! 

NIJIIRO TENSHI 

SIMULATION 

AFTER 03-99 j 

AKIHABARA DENNO 

SIMULATION 

AFTER 03-99 ! 

GIANT GLAM 

FIGHTING 

AFTER 03-99 J 

VIRTUAL ON 2 

BATTLE SIMULATION 

AFTER 03-99 ! 

PROJECT BERKLEY 

RPG 

AFTER 03-99 j 

PROFESSIONAL SOCCER CLUB 

SPORTS SIMULATION 

AFTER 03-99 [ 

PROFESSIONAL BASEBALL TEAM 

SPORTS SIMULATION 

AFTER 03-99 ! 

ENTERTAINMENT GOLF 

SPORTS (GOLF) 

AFTER 03-99 | 

GUNDAM 

TBD 

AFTER 03-99 ! 

HARUKAZE SENTAI V FORCE 2 

RPG SIMULATION 

AFTER 03-99 ; 

ELEMENTAL GIMMICK GEAR 

ACTION RPG 

AFTER 03-99 ! 

OHZUMO 

SPORTS (SUMO) 

AFTER 03-99 ; 

d’s dining table 2 

ACTION RPG 

TBA 

GEIST FORCE 

3D SHOOTING 


Although you’ll hear the latest Project 
Berkley revelations in this month’s 
news column, here’s the original infor¬ 
mation Yu Suzuki gave at the Sega 
New Challenge Conference II. 

He commented that this project will 
combine all his experience as a game 
developer, and that we’ll see aspects 
of every title he’s ever worked on with¬ 
in this release. The game world itself 
is said to be the largest ever attempt¬ 
ed, with hundreds of characters and 
unparalleled real-world detail. It will 
have RPG aspects, but not like those 
found in Final Fantasy or Dragon 
Quest , and, while there will be action 
scenes, the game is not based on 
them. “It will have lots of everything,” 
Mr. Naka was heard to comment. “Lots 
of animation, animals, planes, and 
cars...” While that statement is a bit 
cryptic, it does hint at the magnitude 
this title might present. Think about it: 
an RPG-type game in a real-world 
environment - the scale could be 
unprecedented... 


Coming 1999 Spring 


r tne future... 

Next month will be a big one for 
Dreamcast fans, as our February issue 
marks the beginning of our hands-on 
DC import reviews. Two weeks after 
this issue closes, the Dreamcast goes 
on sale in Japan, and we’re planning 
on packing our next magazine with 
everything from Sonic Adventure to 
Pen Pen Tricelon. See you then! 


Virtua Fighter 3tb , Sonic Adventure , 
Blue Stinger , Sega Rally 2, Geist Force , 
Godzilla Generations> Climax Landers , 
Puyo Puyon all © Sega. Evolution © 
Sega & ESP. D2 © Warp. PenPen 
Tricelon © GE. July © Fortyfive. Seventh 
Cross, Turb © NEC. E.G.G © Hudson, 
Birthday. Incoming © Rage. Monaco 
Grand Prix © Ubisoft. 
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In its purest form: The Naomi arcade board. 
Although it is essentially an arcade version 
of the Dreamcast, more board space is 
required to fit and run the large ROM cards. 




T he Naomi arcade hardware has caused a great deal of excitement 
since its debut. Fantastic sequels like House of the Dead 2 and 
stunning original efforts such as Capcom’s Power Stone have demon¬ 
strated the sheer polygon crunching power of the hardware, and its 
incredible affordability is unprecedented. So far the amazing games 
we’ve seen running on Naomi have secured its viability, but we felt it 
was time to fully reveal the origins of this powerful next-generation 
arcade hardware. Our resourceful Japanese correspondent went 
straight to the source: The general manager of AM R&D Dept. 1 and co¬ 
developer of the Naomi hardware, Rikiya Nakagawa. An in-depth con¬ 
versation regarding Sega’s arcade plans and the Naomi-Dreamcast 
connection ensued, and some very interesting details surfaced. 

Who originally thought of the name “Naomi”? 

It was the vice president’s idea. It doesn’t have any special meaning. 

Was the name decided on before the Dreamcast logo was designed? 

The name is the same as the development code name, which was cho¬ 
sen before we decided on the Dreamcast logo. 

Was it important to use the DreamcasVs logo symbol in Naomi's logo? 

We thought the Dreamcast design was very well done, so we wanted to 
use it as well, [laughs] 

How much interaction did you have during the development of the 
Naomi arcade hardware? 

To a certain extent, the basic hardware components, like the CPU and 
graphic chips, were already fixed by consumer development. For the 
arcade, we told them that it had to use ROM and we needed to increase 
the memory, etc. 

How long have you had the Naomi development systems? 

From around the end of last year. 

Is it just coincidence that AM 1 has all the first Naomi games, or was it 
a special policy that you start R&D first? 

There was no special policy; we just happened to be the first to be able 
to show off our Naomi games. All the AM groups will create Naomi titles. 
Flowever, sometimes we’re the fastest! 

Do all the AM teams intend to start Naomi development immediately, 
or will there be more Model 3 games to come? 

At the moment we’ve still got Model 3 games in development, so for a 
while we’ll be releasing both Naomi and Model 3 games. In a year’s time 
I don’t know what the situation will be, but the Model 3 won’t suddenly 
disappear. 


Is the Naomi really better than the Model 3? Is there anything the 
Model 3 is better at? 

The Naomi is more powerful than the Model 3, but the Model 3 has a lot 
of custom graphics hardware, so it’s much easier to use. To a certain 
extent, we have to do much more in software on the Naomi. Other than 
that, if we want to have a multi-cabinet link up on the Naomi, we need 
to add on a special communication board as well. That’s about all. 

Do you believe the Naomi hardware is a viable arcade solution for 
years to come? Have you considered any ways to expand upon its 
power if need be (like the step 1.5 and step 2)? 

I can’t really say anything about how the Naomi will develop in the com¬ 
ing years, but it goes without saying that we’re already considering a 
new high-end board to replace the Model 3, although it would probably 
be best not to call it the Model 4. Flowever, up to now, Sega has always 
had a low-end board that has good cost performance and a high-end 
board. For example, the Model 3 and Model 2. Flowever, the Naomi has 
reached the level of the Model 3, so we must create a new high-end 
board. I can’t yet say when this board will appear. 

Now that the cost of manufacturing and distributing upcoming Naomi- 
based arcade games is so inexpensive, do you think you can finally 
reach the mass market? 

Yes, I do. We certainly have more third-party companies lined up to work 
on the Naomi than we did with either the ST-V or the Model 2. 

How many of the 20 third-party companies that you announced are 
Japanese companies? 

About half of them. Flowever, we are still talking with other companies, 
so this number is likely to increase. 

Do they all have Naomi development kits? 

Yes, they do. Most of them have Dreamcast development kits as well, 
but a few have Naomi development kits only. Compared to the ST-V, 
which was used for the Saturn, the response from the industry in regard 
to the Naomi has been much better. 

Just like the Model 2, will you at some point allow third-party compa¬ 
nies to use the Model3? 

I think that most companies will naturally go for the Naomi. It makes 
more sense for them because of its excellent cost/performance. 

-TECH TRLN- 

What resolution are Naomi games running at? 

The games we showed at the AM show were all running at 640 x 480 
VGA resolution. That’s the highest we can do. 
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-HOUSE OF THE 0EI30 2 explained- 


Is the HOTD 2 development team the same as HOTD 1? 

About half of them are the same. All the main staff has remained. 


When did you decide to use Naomi and not Model 3? 

Obviously the cost performance factor was important, but more than 
that, there are several CG effects that the Model 3 can’t do which the 
Naomi board can. 


Did you ever consider using the Model 3 for the project? 

We did consider using the Model 3 at one point, but when we found out 
about the Naomi, we decided to wait for that instead. 


the arcade and home version. 

However, if by using the Visual 
Memory we can create some 
new enjoyment between the 
Dreamcast and the Naomi, 
there won’t be such a long gap between them. We can release the home 
version much sooner so that, for example, players can develop their 
characters at home, then play with them at the arcade. 


Was the game in planning before the Naomi was developed? 

After HOTD 1 was finished, we did think a little about what to do for a 
sequel. However, we didn’t really do any planning before we got hold of 
the Naomi. Development started for real at the end of last year, at the 
same time as we received the Naomi. 


The man with the master 
Naomi plan, AMI’S Rlklya 
Nakagawa, poses for GR at 
his headquarters In Japan. 
Check out the Saturn In the 
backgroundI Good man. To 
his right we have Naomi'S 
upcoming driving cabinet. 


What are the newest polygon performance benchmarks for the Naomi 
hardware? 

Around three million polygons per second. Of course, that will go up or 
down, depending on how you use the polygons and what special effects 
you use, but it’s practically the same as the Dreamcast. 


How big is the average Naomi game? 

The largest size we can have for the program is 168 Megabytes. 


Is the RAM so high (double that of Dreamcast) simply due to the 
incredible resolution of an arcade monitor, or are there other reasons? 

Obviously, one reason is so that we can make the arcade version better 
than the home version. However, the main factor is that we don’t use a 
CD-ROM for the Naomi, so we can’t, for example, stream music off the 
CD. So we need to use the extra memory to compensate for this. 


Other than the memory, are there any other differences between the 
Naomi and the Dreamcast? 

Not really. However, depending on how we use that extra memory, it can 
make a difference. 


Do all third parties have the up-to-date development kits now for the 
final Power VRSG DC chipset? 

Yes, they do. 


How many Naomi games can we expect in 1999? 

Just from Sega, I expect we’ll be able to release around 10 games. We 
can’t say anything about third-party titles. 


Considering House of the Dead is already receiving a Naomi sequel, 
can we expect the same for other 
famous Sega titles? 

The possibility is certainly there for 
Model 3 game sequels to appear on 
the Naomi. 


Is it important to maintain a long pres¬ 
ence in arcades first, to increase 
awareness of the games and Naomi 
hardware? 

If a Naomi game appears on the 
Dreamcast too soon, then arcade 
games will lose their appeal. Ideally, we 
would want a six-month gap between 






















wanted to have a game where you could have more freedom to go 
where you wanted to go and do various things, but still within the HOTD 
world. 

When did you start development? 

We started in February of this year. Actually, we first wanted to do some¬ 
thing like this way back when we were doing HOTD 1, so we’ve been 
keeping this idea very warm for a long time [laughs]. The AM show ver¬ 
sion was about 20 percent complete; now it’s about 23 percent. 

It's being billed as an RPG-style game, but isn't that kind of genre dif¬ 
ficult to sell as an arcade game? 

It looks like an RPG-style game, but it’s really a real-time action game. 

Are you developing the Dreamcast version simultaneously? 

No, we aren’t. We’re just working on the arcade version at the moment. 

Other than the name, is their any connection between the HOTD and 
Blood Bullet? For example, will any of the characters in HOTD appear 
in Blood Bullet? 

That’s a mystery for now! 


-nnomi rt hoitie in rrcrdes- 

Will all Naomi games use the Naomi cabinet? 

Not necessarily. It’ll depend on the game. This time, HOTD 2 will not use 
the Naomi cabinet, because we have our own special HOTD cabinet. This 
means that it won’t utilize the Dreamcast’s Visual Memory system (VM), 
but you will be able to enjoy HOTD 2 in our special theater cabinet. 

Does this mean the end of specialist cabinets? What about the simu¬ 
lation games like Get Bass, etc. ? 

Not at all. These kind of simulation games will continue to have their 
own dedicated cabinet. 


How have you improved the route system? 

In HOTD 1, there were a lot of routes in stages one and two, but 
very few in stages three and four. This time for HOTD 2, we’ve got 
a much better balance of routes throughout the entire game. 

HOTD 1 was a really tough game. Will HOTD 2 be just as hard? 

It’s been quite a while since HOTD 1 was released, and a lot of people 
have become very good at this game. In order to make HOTD 2 just as 
challenging for them, we’ve had to make it just as hard, if not harder, to 
keep it interesting. The version we showed at the AM show was a little 
easy, because we haven’t started balancing the game’s difficulty yet. 

Obviously the graphics are much better, but what improvements have 
you made to the gameplay? 

The story is much deeper than before. It has a very cinematic atmos¬ 
phere to it, and we’ve included a lot of elements to make the game more 
enjoyable and the plot more understandable. The nonplayer characters 
speak a lot more and they react in a more realistic manner. In addition, 
depending on the route you take, the story is different as well. 

Were you worried that, with the Naomi's high quality graphics, the 
zombies might become too realistic and thus become grotesque? 

If we really wanted to do that, we could, but it’s a matter of class. What’s 
important is whether the game is enjoyable to play or not. We won’t 
make the zombies so sickening that it isn’t fun to play. However, we 
have changed all the blood to green. There won’t be any more red blood 
in HOTD 2. 

Will any of the zombies or monsters from HOTD 1 reappear in HOTD 2? 

They won’t all appear, but some of them will, maybe in slightly altered 
forms. We’re still in development now, so we haven’t decided yet what 
the final layout will be. There will certainly be plenty of new zombies and 
monsters included. 

What do you think of your rivals, Konami's Evil Night and SNK's Blood 
Busters 2? 

I think they are really great games, [laughs] 

Is it true that there is a House of the Dead movie in production? 

We might. Certainly there are rumors that we are producing a movie 
based on the first HOTD game, [laughs] 

-BITE THE BLOOD BULLET - 


Why did you decide to make a House of the Dead side story? 

Well, HOTD is a gun shooting game, so you don’t really have an oppor¬ 
tunity to go where you want to go or do anything other than shoot. We 
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When will the first Naomi cabinets appear in the arcade? 

It depends on the game and also the country. At the moment the cabi¬ 
net is still in development, so we might not release them this year. 


Other than new-look design and the VM capability, what other differ¬ 
ences are there between the Naomi cabinet and previous Sega cabi¬ 
nets? 

The screen is now a special VGA monitor, which gives a very clear and 
beautiful display. 


SNK tried something like the VM system before with their Neo-Geo 
cabinet, but it didn't work because the connector slot would get dirty 
and the user's data would be corrupted. Are you confident that your 
system will be reliable? 

Obviously in an arcade there’s a danger that this kind of situation could 
occur, and we are worried about it. However, we’re currently working on 
a special system to prevent this problem, and I’m confident that we’ll be 
able to overcome this difficulty. 


To what extents will you be sharing functions of the Dreamcast and 
Naomi through the VM? 

For example, with a baseball game you could create your team at home 
on the Dreamcast and then raise it so it’s as strong as possible. You 
could then save your team data onto your VM, take it to the arcade, and 
play your team against other people. You could do this for other sports 
as well, such as soccer. 


Are you planning to put this kind of feature into Dynamite 
Baseball ’98? 

We’re thinking about it, but it’s possible that we won’t include it in the 
game this time. It’s the same for Blood Bullet as well. We would really 
like to use the VM device in some way for both of these games, and 
we’re considering some possibilities now, but whether or not we will 
actually use it in the end is too early to say. 


A huge thanks to Mr. Nakagawa for his time and informative answers. 
All the best to him and the entire AMi team. We'll continue to cover 
Naomi before it hits arcades and well after ; alongside our monthly 
feast of Dreamcast info. Arcade and home hardware have never been 
so close. The potential for perfect translations of gorgeous arcade 
games boggles the mind! 


Are the Naomi development kits the same as those being given to 
Dreamcast developers, or are they slightly enhanced? 

The consumer and arcade development kits are different. The 
Dreamcast uses the CD-ROM, doesn’t it? Of course, the graphics are the 
same, but the handling of the data is different, so if you want to devel¬ 
op for the Dreamcast and the arcade you still have to buy two different 
development kits. 

Are you worried that with such a strong link between the Naomi and 
the Dreamcast, players will stop going to the arcade and just wait for 
the consumer version instead? 

We’ll be careful to ensure that this doesn’t happen. By using the VM 
device carefully, it’s extra fun to play the arcade version, so we’ll be able 
to attract more users. In addition, at home you won’t be able to play on 
a 50-inch screen with a dedicated sound system, so the arcade will still 
be the best place to play. It goes without staying that if you want to 
enjoy a realistic driving game, then you’ll need the steering wheel, gear 
stick and handbrake that you can only experience on a dedicated arcade 
cabinet. 


The home connection is complete with the 
Dreamcast VM cart ports included with each 
and every Naomi cabinet. Imagine powering 
up characters at home to play your friends 
in arcades, or vice versa! Capcom is so 
thrilled with the possibilities that they’re 
considering a simultaneous release of 
Power Stone on Dreamcast and Naomi! 
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• developer planet moon • publisher interplay • available fall ’98 


Three alien races dash in a bizarre battle... 

A majestic planet Iwnnnws a vnrtex nf death! 


C onsidering Giants an action game is 
a likely misconception. So is qualify¬ 
ing it as a real-time strategy game. 
Perhaps it is somewhere in between? 
Not really. It is just different. A new 
approach, a different take, perhaps a 
new genre. With elements of action and 
strategy verily intact, and a strong multi¬ 
player option, there is no question as to 
where its inspiration is rooted. How it 
managed to part company from existing 
genres is due to the creativity and tal¬ 
ents of Planet Moon, creators of MDK. 

Giants veers far from the dark, some¬ 
what Giger-esque look of MDK; its world 
is a very vibrant, polychromatic, out¬ 
landish place filled with fantastical crea¬ 
tures. In fact, it is hard to think of any 
game that compares to its resplendent 
appeal. Maybe a film, a strange anima¬ 
tion short or even a fantasy painting can 
parallel such beauty, but not a game. But 
a picture is only worth a thousand words 
- a game is worth much more. 

Much like a real-time strategy game, 
there are three different entities to con¬ 
trol: the celestial-looking Sea Reapers, 
the militant Meccaryns, or a brutal giant, 


Kabuto. Each race has distinct abilities, 
weaponry, and attributes that make for 
very unique play experiences. Your 
objective is to dominate your adver¬ 
saries by outmaneuvering them and 
destroying their base. 

Much like an action game, Giants is a 
3D arcade experience that plunges you 
into intense situations of heated battles. 
The savage Kabuto sets traps and swal¬ 
lows his adversaries whole. The 
Meccaryns utilize high-tech weaponry 
and gadgets that allow them to fly. And 
the deviously alluring Sea Reapers can 
conjure devastation with their elemental 
powers and quick reflexes. 

But it is how you manage to fortify 
yourself that ranks Giants as a distin¬ 
guished experience. Scattered about the 
planet are intelligent creatures named 
Smarties. Befriending and protecting 
these worker bees is your ticket to sur¬ 
vival. They will build bases, traps, spells, 
weapons and new buildings. Without 
them, you are doomed. 

Mixing diverse gameplay with a strik¬ 
ingly original visual presence, Giants is 
sure to stand tall when it is released. © 
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titles reminds us of the enjoyable and unique role- 
playing experiences we once had. However, the 
games were not without flaw. The wisdom earned by 
previous efforts, the hits and misses, has nurtured a 
drawing board for the Lands of Lore 3 development 
team. For those who think Westwood is most 
notable for their C&C products, the company has 
deep roots that extend into the realms of role-play¬ 
ing. Castle made this notion quite evident from the 
very start. 

“We did the Eye of the Beholder series prior to 
Lands of Lore 1, so we have a long history in RPGs. In 
Eye of the Beholder, we had lots of characters in our 
story. The thing we didn’t like about that was that it 
often felt like you had a multi-headed hydra. You 
don’t really feel like there’s five guys in a party - 
more like five heads on this monster. You all move in 
unison and it just never really feels quite right. Lots 


s co-founder and vice presi- 
{dent of Westwood Studios, 
Louis Castle certainly has a good 
deal of responsibility on his shoul¬ 
ders: Managing a juggernaut in the 
gaming industry is far from easy. But 
let us put aside his corporate title for a 
moment. On top of being a self-proclaimed 
professional rambler, a passionate gamer, 
and an overall gaming enthusiast, Castle is 
producing Westwood’s upcoming game Lands 
of Lore 3 - the third installment in a series 
that has enrolled quite a following since it 
was conceived in the early nineties. His dedi¬ 
cation and love for the role-playing genre is 
easily recognized and strongly underscored by 
what he had to show me. 

Looking back at the two previous Lands of Lore 
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The diversity in Lands of Lore 3 is so great that discovering a new area will almost seem like entering a different game. Enchanted forests, 
haunted houses, nuclear wastelands, an active volcano and lush towns combine to present a world that teems with life. Notice how the 
detailed inventory screen (middle) can be opened without impeding on gameplay. 




























An enthralling world piled with enchantment and diversity is yours to discover. Gladstone never looked so beautiful, and fans as well 
as newcomers will pnd it hard to escape the alluring combination of a modern 3D engine and a captivating story. 



Louis Castle is not shy when it 
comes to talking about 
Westwood’s upcoming games - 
especially Lands of Lore 3. 


of attempts at breaking them up, having them 
come and go, haven’t worked. We tried by hav¬ 
ing characters come into the story; they would 
go away and come back again. And that 
worked pretty well from a storytelling point of 
view, but it did have a fatal flaw in the sense 
that when they took one of your really good 
items when they left, it was really irritating... 
We also dealt with classes and races different¬ 
ly because we predefined three heroes and we 
let you choose between them, and each of 
them had a different focus or a different abili¬ 
ty. One was mostly a wizard, one was mostly a 
fighter, one was mostly a sort of clerical char¬ 
acter. That worked out pretty well, too, but it 
had some flaws in the sense that you didn’t 
seem to have control over how the character 
developed, as you would have liked. In Lands 
of Lore 2 we took a totally different approach. 
We made a character who was actually three 
races at once that had this morphing curse on 
him, and that was how we addressed race. And 
then we let you be any kind of discipline... It 
worked, as a game, and I think for people that 
played all the way through, it was certainly a 
captivating and wonderful experience from a 
story point of view. But it didn’t give us the 
sort of clear delineation of class and race that 
we wanted. We are still delicately trying to 
dance around this issue because we want a 


strong story... That’s the most important thing 
for us.” 

While early, Lands of Lore 3 is proof that 
Westwood’s impassioned head figure is an 
honest guy. The game’s hero is a 16-year-old 
chap named Copper LeGray, who is put into 
some really challenging situations. He’s young 
enough to where players can guide him in any 
direction they want. He can interact with guild 
masters who let him partake on a quest as a 
sort of initiation. By doing that, the act of 
being a particular class is a conscious, pre¬ 
meditated decision that the player makes. 
Rather than set a character up as a magic user, 
gamers will actually have to visit a magic guild 
and fulfill the requirement asked. Deciding the 
character’s direction is a part of the game, not 
an interface. Certainly, nobody else has taken 
this same approach to the same degree. 

To prevent players from becoming too nar¬ 
row in their abilities, and thus ill equipped for 
various battle situations, the game features a 
relatively underused concept in the PC RPG 
genre: the familiar. Unlike typical party mem¬ 
bers, familiars are magical beings that are 
bound to you. As you gain experience and 
hone your skills, so does your familiar. You can 
command them to pick up items, fight, flee or 
you can even scout out an area while looking 
through their eyes. But what will affect the 


game’s appeal most will be how they talk to 
you and provide insight into various situa¬ 
tions, which innately reduces the schizophre¬ 
nia often experienced when playing an RPG. 
Familiars from any guild can be bonded with, 
regardless of whether or not he is from the 
guild you selected. You can be a fighter thief, 
and acquire a magic-user familiar. You can be 
a magic user and acquire a fighter familiar. 
Once you select a familiar, you select it for life. 

But what about technology? Unlike the first 
two episodes, the third time is truly a techno¬ 
logical charm. Supported by a new 3D engine 
that tactfully utilizes voxels to render the char¬ 
acters, enemies, and some background 
objects, the game’s look is unique and impres¬ 
sive. But, not surprisingly, technology is sec¬ 
ondary in Lands of Lore 3. Westwood are not 
trying to out-feature a Quake or an Unreal. 
Their goal is to tell an enchanting story in a 
very amazing, captivating environment. But 
they didn’t have to tell that to me. One look 
and I already knew. © 
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L unar was an epic RPG experience back when 
it debuted on the Mega/Sega CD years ago. 

If you had the system and you played RPGs, it 
was a godsend. Unfortunately, many of you 
missed the game back then due to the Sega CD’s 
relatively poor performance in the U.S. and min¬ 
imal Mega CD imports. Later, Working Designs 
went on to translate Lunar: Eternal Blue , and it 
sold fairly well, but it certainly didn’t find a home 
with as many gamers as it rightfully should have. 

Now, with the PS version of Lunar: SSS, 

Working Designs may receive the credit they deserve, and a large U.S. 
audience may finally experience the game. And let’s not forget the fact 
that first-time Lunar players will be enjoying the “Complete” version of 
the game — a remix, if you will, containing added bits of quests that had 
to be omitted from the 16-bit Lunar. All of this equates to hours of old- 
school RPG immersion with Game Arts’ first big hit. 

If you’ve ever played a Game Arts RPG, you’re probably aware of the 
fantastic storylines they’re capable of. Although Grandia is their undis¬ 
puted champion in this area, LunanSSS offers its own unique and 
oftimes epic story. This fact is especially important when it comes to a 
game like Lunar , which offers minimal next-generation flare other than a 
rich color palette. Instead, tons of lovely FMV anime shorts play during 
integral moments, while the in-game text and character portraits convey 

emotion and excitement 
perfectly. Lunar was the 
first RPG to make me truly 
care about my characters, 
and I’m experiencing this 
sensation all over again 
with the 32-bit version. 


COmPLETE 
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Lunarl It’s in the vein of Albert Odyssey , Tales of Destiny, or, to a lesser 
extent (because of the 3D), Breath of Fire 3: Easy to read menu systems, 
great little battle options and gorgeous hand-drawn artwork are the rule 
of the day. 

On the translation front, although our preview disc was only semicom- 
plete, Working Designs have done well. Having previously translated the 
Sega CD version, they have heavy experience with this title, but the 
“Complete” PS version contains almost 80 percent more text, so it’s a 
whole new process. The patented WD jokes are back in Lunar and they’ve 
stated that they’re committed to the topical humor for all future transla¬ 
tions, like it or not. If that’s the case, I guess they’ll be judged by the 
quality of the humor itself. We’ll have a full review of this excellent 
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THE CALM BEFORE THE STORM 


W hat a serene depiction of nature Myth 2 presents us. Reminiscent 
of Ireland’s greenest pastures, rolling hills embossed with Celtic 
patterns draw the landscape. Birds softly glide through the air, singing 
nature’s delicate song. Fish splash in a nearby stream with playful 
propensity. A gentle breeze rolls across the landscape; the rustle of a 
churning windmill and the tumbling leaves underscore its presence. 
This is tranquility in its purest form, a scene that might even inspire 
Ralph Waldo Emerson—for a short time, anyway. Unfortunately, in Myth 
2, such theatres of ideal beauty are always destined to become a 
macabre portrait of dismemberment and carnage. 

Who’s responsible for such a defacing? Scottish Beserks who charge 
at you in a mad dash, determined to dismember your soldiers. Undead 
wights that meander from the depths of a nearby bog, hoping to get 
close enough before they explode into paralysis-inducing pulpy flak. 
Archers who turn the greenest of fields into scorched soil and charred 


flesh with their flaming arrows. Wizards who send nebulous heat-seek¬ 
ing fireballs into the fray of battle; a direct hit on an archer is instant 
death. Mortar dwarves who load their mini-cannons with a deadly can¬ 
nonball; the sound of thunder it causes upon impact is usually fol¬ 
lowed by the splash of blood and intestines as body parts roll across 
the ground. And you, the acting general directing each and every 
maneuver. After about two extremely satisfying minutes of Myth 2, you 
can turn a paradise into a vivid depiction of a horrific, blood-splattered, 
limb-strewn, corpse-littered nightmare. 

It should come as no surprise that for the past several months, turn¬ 
ing dreamscapes into bloody battlefields has been our favorite hobby. 
To our delight, the latest version of the game now includes more single¬ 
player levels, multiplayer maps, and features that have us drooling in 
anticipation of the final release. Here’s a rundown of the latest 
array of multiplayer maps and some of the new units: 



Archer (a) 

Archers are pretty much the same as they were in the original Myth, except for 
one key special attack: flaming arrows. While burning your foe’s army into 
crispy pieces of flesh is certainly satisfying, it doesn’t help your score at all, but 
it does subtract significantly from your opponent’s tally. 

Brigands (b) 

Gripping a shiny circular shield, these soldiers appear well prepared to take on 
a heavy swarm of arrows. As swords for hire, they fight to earn their wages. 


Heron Guard (c) 

A well-equipped version of the Journeyman, the Heron Guard is fast and armed 
with two razor-sharp swords that cause severe damage. As a tradeoff, he can 
only heal twice - a far cry from the Journeyman’s six. Keep them close to your 
archers. 

Stygian Knight (d) 

Sporting a full suit of armor replete with spiked shoulder pads, and wielding a 
huge halberd, the Stygian Knight is a hardened warrior with an extremely pow¬ 
erful attack. While invincible to normal arrow attacks, he remains vulnerable to 
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Firing an incendiary arrow into the 
heart of an oncoming army will like¬ 
ly cause many third-degree burns. 
Too bad each archer has only one! 


>r •*>* 


Going to Town ► 5 Starting Locations: High Carnage (1) 

An ongoing favorite map at GR, Going to Town is usually a tough test 
of cunning and tactical ability. At the center of the map is a small village 
filled with country cottages. Once you make it to town, the clutter of 
houses and trees can be used as defensive barriers to protect your 
dwarves, wights and other soldiers. However, don’t be surprised if you 

find yourself in a dis- 
combobulated, 
panic-stricken 
retreat into 
town when 
you are 
attacked 
from both 
sides! 


Demise on the Plains/Raid on the Plains ► 5 Starting Locations: 
Medium Carnage (2) 

A gigantic hill rests at the center of an uneven prairie. These maps are 
excellent for a quick game of King of the Hill and should be played with 
more than two players, as the first player on the hill will almost always 
win - unless he has no idea how to play! The only apparent difference 
between the two maps is the types of units available. 

Gothic ► 7 Starting Locations : High Carnage (3) 

A sprawling Celtic terrain of grassy knolls, dirt, streams, bogs and 
eroded earthen walls, this map contains numerous strategic locations 
for both defensive and offensive maneuvers. To protect your soldiers 
from flaming arrows, keep them close to water if possible. Because 
Gothic is such a huge map, it is ideal for four or more players. A quick 
game is unheard of. 


mortar dwarves can devastate an entire army of foot soldiers - that is, if they 
don’t screw up. They are very slow and take a long time to reload, which leaves 
them very vulnerable if you don’t have backup support nearby. 

Deceiver fa) 

A Fallen Lord that was only mentioned in Myth, the Deceiver appears in one of 
the single-player levels in Myth 2. You’ll have to find him within a certain time 
frame. 

Warlock (h) 

Donning an ominous black robe, the Warlock conjures an awesome long-range 
weapon: the heat-seeking fireball. Warlocks have a manna bar above their 
heads, as do other units that use magic, which is visible when the unit is select¬ 
ed. Mana is needed to cast spells and regenerates while the unit remains idle. 
His gratifying special attack will confuse enemies, leaving them about as effec¬ 
tive as a flock of confused bunny rabbits. 


all other attacks, including flaming arrows. 

Maul (e) 

This giant tusked beast is very sluggish, but remains a tough kill. His weapon of 
choice is a huge spiked club, which does a tremendous amount of damage with 
each strike and gives him enough power to take down a group of warriors with¬ 
out help. While they make great defensive forces, they sure leave a huge mess 
when they go down. Rumor has it that they make great ham salad. 

Mortar Dwarf (f) 

Perhaps the most satisfying new Myth unit, but also the most frustrating, a few 
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The Desert Between Your Ears ► 2 Starting Locations: Outra¬ 
geous Carnage (4) 

A map converted from the original Myth, a barren desert that has two 
gigantic battalions at opposite ends is the stage where a massacre of 
huge proportions is highly probable. Because the number of units is so 
large, team play is most appropriate and extremely fun. The arid soil of 
the desert makes flaming arrows worthless, but the overall potential for 
carnage here is extremely high. The land bridge is where it’s at! 


New Ways of Killing! 
Assassination 

Each player or team must assas¬ 
sinate the enemies’ leader. Each 
assassination awards points to 
the perpetrator, but losing your 
leader subtracts points. 




Gimble on the Wabe ► 6 Starting Locations: High Carnage (6) 

A formidably-sized grassland latticed with streams and sandy beach¬ 
es, this map has an excellently balanced selection of units for its terrain. 
Stygian Knights are your toughest adversaries, as arrows don’t 
affect them at all, but they burn just like any other unit, so keep 
them safe from the certain death of flaming arrows by placing them 
in sand or water. Try to reach the hill at the center for an excellent 
advantage, even when surrounded. 


Proving Grounds ► 6 Starting Locations: Outrageous Carnage (5) 

The Proving Grounds is a small coliseum that adds a little bit of luck 
into the Myth 2 equation. The mortar dwarves are your key to success. 
While they are very powerful, landing a hit is sometimes very frustrat¬ 
ing; they tend to be very slow, their aim is sometimes poor, and the dud 
factor rears its annoying head too often. With six players, this one gets 
ugly fast! 


Hunting 

Track and hunt the various 
forms of wildlife on the map. The 
player who successfully hunts the 
most wins. Now Myth players can 
get a glimpse of why those annoy¬ 
ing hunting games are at the top! 


Zombie (i) 

An emaciated undead 
being, the Zombie is much 
quicker and tougher than the shambling, chaotic wight. He attacks by throwing 
poisonous puss onto his victims, which causes paralysis, and then slaps them 
around while they stand frozen and defenseless. Hand-to-hand combat is not 
recommended, (see previous page for image) 

Shiver (i) 

A hideous, shriveled hag who had us cringing at her mere image. Shiver is one 
of the Fallen Lords who was mentioned in the first game. She was in command 
of many of the undead that you faced in the early battles, but this time around 
you meet her face to face. Unfortunately, she makes Medusa look appealing. 


Myrkridian (giant and s m all) (k ) 

A huge lycanthropic beast, Myrkridia can throw a handful of grenades, causing 
unprecedented damage. When out of ammunition, they attack by swiping at the 
enemy, causing severe lacerations with their huge claws. These monsters are 
fast and durable - don’t attack unless you outnumber them three to one. 
Summoner (l) 

We know for a fact that the Summoner will be a part oftAyth 2’s plot, but details 
are sketchy. He looks eerily familiar to the Grim Reaper. 

Deer (m) 

Likely created as an unfortunate participant in the multiplayer mode. Hunting. 
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While the multiplayer aspect of Myth 2 is truly excep¬ 
tional, the single-player game presents even more carnage 
and often puts you in ridiculous predicaments that seem 
hopeless. Wave after wave of undead approach you, often 
having you outnumbered 50 to 1! The dramatic back story 
adds the same nice touch to the overall experience that 
the original Myth did, which will be told through darkly 
toned, anime-inspired animation sequences produced by 
Anime International Company (AIC). But most important, 
the missions themselves are more creative and diverse. 
Next month, we’ll show you just how badly the odds are 
against you in a complete rundown of some of the single¬ 
player missions. Until then, “Make a Hole!” © 


Bungie were hailed by the Macintosh community for 
developing their games with the consumer in mind. 
Myth 2 will come equipped with a pair of fully-fea¬ 
tured editing tools - cleverly dubbed Fear and 
Loathing - that will enable players to control just 


of Myth 2. For example, you can create archers who 
shoot flaming chickens or mortar dwarves who 
launch wight heads from their cannons! Loathing is 
a map editor/creator that grants users the ability to 
cast and create their own theatres of pain! 
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What may He beyond the powerful depths of a black hole? 
Discover the answers in this cinematic interpretation 


O ne of the greatest gifts video games 
have to offer is their ability to show us 
entirely new worlds - alternate realities only 
our dreams can evoke. The world of Outcast 
is similar to such a dream, a beautiful and 
surreal landscape where fantastical beings 
lead their lives in the contrast of luminous 
regions rich in organic growth, and lonely, 
arid stretches of rocky valleys and cliffs. 
Awash in wonder and imagination, the visu¬ 
als are inspired by the story that places us 
in the role of Cutter Slade, the leader of a 
U.S. infantry unit sent to retrieve a team of 
explorers lost in a parallel universe resting 
beyond a great black hole. 

The adventure begins on the rim of a 3D 
world, Adelpha, which is comprised of six 
nonlinear regions populated by 21 different 
entities. Highly evolved and displaying a 
formidable intelligence, these creatures 
have developed massive cities where Slade 
can explore. If the inhabitants are treated 
kindly, they will offer assistance depending 
on the situation, but if provoked, some will 
and others will attack with relentless 


force. Action elements are definitely part of 
the total experience, but interacting intelli¬ 
gently with the beings of this strange land is 
imperative to travelling deeper through its 
compelling construct. 

As we journey farther through Outcast's 
world, characters continue to evolve and 
reflect the spirit of the community and its 
outlying regions. The burgeoning land of 
Lumina houses temples and farmland, its 
people tranquil and inviting. An enigmatic 
city, Okriana is at the heart of the world, 
offering rich trade with its many merchants, 
artisans and artists. 

One of the aspirations of the Outcast 
team is to envelope the game with an inim¬ 
itable movie-like quality, to transport the 
player into Adelpha and invite them to lose 
themselves in its wonder. By concentrating 
on the crucial soundscapes in the game and 
employing the services of the 81-piece 
Moscow Symphony Orchestra and a 24-per¬ 
son choir, the team has already shown that 
it knows more than most on how to accom¬ 
plish such a goal. # 
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Man an agile battietank with weapons of mass destruction... 

This little tank is more dangerous than Meta! Bear Rex! 


T he continuous action in Recoil sug¬ 
gests that the game was not created 
for those who like to take breaks. It is not 
for those who enjoy a relaxing, slow¬ 
paced experience. And forget about 
those who think they can focus on more 
than one thing at a time. Recoil demands 
your undivided attention. Piloting a 
futuristic, heavy battle tank that has a 
maximum road speed of 100 km/hr, pow- 
erslides around corners, jumps across 
building rooftops, transforms into a hov¬ 
ercraft or submarine when entering 
aquatic environments, and launches an 
assortment of devastating projectiles 
including self-propelled nuclear missiles 
leaves little room for distraction. 
Described by many as “Quake with 
tanks,” this game is shaping up to be an 
intense experience that provides a heavy 
dose of action and a bit of strategy to 
escape the danger of monotony. 

Recoil’s style is immediately apparent: 
the constant in-your-face battles keep 
the pace frenetic from your very first 
maneuver. While your tank whips 


around the battlefield, it controls more 
like a high-powered rally car. But you’re 
here to wage war, not race. Turning other 
combat vehicles into fiery showers of 
shrapnel has never been so fun. Laser 
cannons, proximity mines, pulse can¬ 
nons, nuclear missiles, and flamethrow¬ 
ers decorate the battlefield with showers 
of light and chunks of steel and concrete. 

Keeping gameplay fresh, Recoil throws 
a good deal of hidden areas, alternate 
routes and even puzzles into the mix, 
and some require experimentation to 
uncover. Break through tattered walls 
and destroy a hidden force-field con¬ 
troller, atomize support pillars and use a 
partially fallen roof as a ramp to higher 
ground, or take an alternate route to a 
nude beach, where you’ll find some 
repair icons and perhaps some time to 
relax and enjoy the exceptionally beauti¬ 
ful scenery. This game will not classify as 
a tank simulation - I guarantee it. © 
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B lizzard’s phenomenal success with 
Starcraft came as no surprise. The much- 
anticipated RTS smash was an instant success, 
selling over a million copies worldwide and 
dominating the PC charts for many months. An 
awesome engine, superb presentation, three 
incredibly unique races and, most important, 
perfect gameplay and balance conspired to cre¬ 
ate the most accomplished RTS game to date. 

Blizzard haven’t been resting on their laurels, 
however, and have been hard at work on Brood 
War, the first of two planned expansion packs. 
Currently under testing, Brood War is set to stir 
the Starcraft pot into a frenzy once more with 
all-new campaigns, new units, new upgrades, 
new tilesets and an extensive overhaul to the 
established Starcraft gameplay. 

The new units are superb creations and have 
been designed to eliminate certain weak points 
that have surfaced through months of heated 
Battle Net action. Zerg now boast an improved 
air-to-air unit with the Devourer. Zerg base 
defense is also vastly improved with the new 
Lurker upgrade, which turns a Hydralisk into a 
burrowing killing machine that skewers its foes 


with sharp spines. The Terran and Protoss races 
also have new units, and together they make a 
considerable impact on existing strategies 
throughout the game. Expect your convention¬ 
al build order to change quite a bit to take into 
account the new surprises the enemy has in 
store for you! 

Starcraft has already benefited from several 
downloadable patches that go as far as fixing 
some bugs and adjusting balance, but Brood 
War takes it one step further. Many units have 
either been altered, toned down, increased in 
cost, vastly improved or generally brought into 
line so that no one race has any unfair advan¬ 
tage over another. Underused units like the 
Ultralisk receive upgrades to make them worth¬ 
while. Expect all those “waste-of-money” units 
that rarely made an appearance to become a 
lot more common in Brood War. 

Only multiplay is functional at the moment, 
but it is already clear that Brood War has all the 
essential ingredients necessary to keep 
Starcraft at the top of the rapidly expanding 
RTS heap for many more months to come. 
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Whenyou wake up in what appears to be a pestilent afterlife 

pleasantries are the last thing on your mind 


f there’s some higher power that controls my fate, I would like 
to meet him, shake his hand, then crack open his ribcage and 
tear out his heart.”- The Unknown One 


Comments like this do not grant you favors from God. That 
the irascible Unknown One has found himself awakening disfig¬ 
ured beyond recognition on a cold slab of stone in a morgue is 
proof of this. Exactly how this poor soul landed himself in the 
land of the dead is a mystery, and finding the answers to this 
puzzle — Who is he? What plane of existence has he actually 
fallen into? What does the future hold? — is the focus of 
Planescape: Torment, an isometric RPG that draws off the 
Advanced Dungeons and Dragons rules system. 

Built on the foundations of the impressive Bioware Infinity 
Engine from Baldur’s Gate , the elaborate city of Sigil serves as 
the nerve center of the game, transporting players through a 
maze of streets and portals that lead to infinite points in the 
Planescape universe. In an attempt to separate this setting 
from typical TSR worlds, the artists of the game are searching 
for a sharp, gritty, adult-oriented atmosphere in which sicken- 
^ ing moments of violence haunt the player. 
m When exploring the fantastical universe, 
Unknown One meets its motley inhabitants, 


befriending them for aid in the twisted quest. 

The people he comes in contact with open up 
the story, revealing that many of them, in 
some way, have had their lives affected by him 
in the past. It is the swirling mystery in Torment that is at 
the heart of its appeal. 

Starting out basically powerless, Unknown One can 
eventually call upon his knowledge of 25th-level experi¬ 
ences, which allows him to cast powerful spells, utilize 
priest and thief attributes, and use warrior skills usually 
locked out to a character of his inferior status. Once a for¬ 
midable opponent, the memories of the past serve as 
Unknown One’s strength, imbuing him with the ability to 
break free from the shackles of his initial weaknesses. The 
path for character growth is entirely up to the player, and 
the actions unique to individual playing styles are what 
ultimately determines Unknown One’s form - the charac¬ 
ter generation screen is the game. 

But let’s not forget the morbid violence: pluck out eyes, 
dump victims into razor patches, evoke flesh eating grubs 
inside a person’s brain, use a downed foe’s carcass for armor. 
Anything goes in a game in which the protagonist can “shrug off 
decapitation.”# ^ ^ /^* 






























ten years 

ago, in 1989, Indiana ! 

Jones made his last I j 

expedition, his “Last 
Crusade.” That’s a 

long time ago. I B^^JR 
Actually, when you I B .'JR 
think about it, that 
was the same year g§l||gfaJB 
that the Sega Genesis 

was released in the |Hki 

U.S. just like all Hfff 

things that are worth 

remembering, we haven’t ■■■■■ 

forgotten him. To make up 9 
for his absence, over the | 
past decade there have 

been all sorts of games on vSm Mill 

just about every system, Bp .wHg 

from the Commodore 64 to v$S ;j£«|| 

the modern-day PC, that [BREf -M B ‘kM 

starred the iconic action .vRi.^R 

hero. Finally, we are T[jBRtfRSUH|HRal| 

approaching the year that fj||| 

Indiana will return, both on ^BBlilll^^HBBBRi^^HI 
the big screen, and the little one. The upcoming 3D adventure for the PC, 
Indiana Jones: The Infernal Machine will take us back to 1947, a time that cel- 
RBUft IRRl 1 I 1 1 i 1 1 e ^ ratec * enc * °f World War II, but also 
^HMKi^^^iiRBjiRHB initiated the infamous Cold War between 
^ BwBRMy the U.S. and Soviets. But in this version of 
history, the balance of power is teetering 
B ^4 ; 'i f I on the discovery of an inter-dimensional 

I gate that the Soviet government is close to 
- V ,v.^ uncovering. Maneuvering Indiana through 
beautiful 3D environments, players will 
ASVjjgrii have to prevent the Reds from gaining 
world dominance. Q 


SHADOW MADNESS 

DEVELOPER: CRAVE PUBLISHER: CRAVE AVAILABLE: WINTER 

American companies rarely commit themselves to in-depth console RPGs, but Crave 
has taken the initiative with Shadow Madness. And although many people have shame¬ 
lessly compared it to FFVII recently, Shadow Madness incorporates a much different 
theme and style. Granted, its rendered backdrops and 3D battles are highly reminiscent 
of FFVII, but what better game to base an RPG on than one of the all-time best? Besides, 
if Shadow Madness turns out to be an enjoyable RPG, don’t we all benefit? 

Despite the heavy-duty ongoing advertising campaign Crave has for Shadow 
Madness, the game itself is still very early Oust approaching the pre-beta phase, as a 
matter of fact). There’s quite a bit to see and play thus far, but several elements, such 
as collision and frame rates, have yet to be fully optimized. Regardless, Shadow 
Madness is set to deliver over 40 hours of classic menu-driven gameplay, starring the 
orphaned Stinger and his newly found soulmate, Windleaf. You’ll roam the land of 
Arkose on foot and, when travel becomes too harsh, you’ll climb aboard gliders and var¬ 
ious watercraft to continue your journey. 

Shadow Madness has countless fully rendered environments, some more detailed 
than others, but all meticulously drawn by a dedicated team of 10 artists. The FFVII- style 


battles load asynchronously in 
seconds from the pre-rendered 
maps to fully polygonal real-time 
battles. Crave intends to provide 
spectacular spellcasting effects 
as well as increasingly difficult 
(larger, nastier) polygonal crea¬ 
tures to battle in tandem with a 
dedicated weapon and skill- 
based level-up system. At its 
core, the battle menu seems to 
be a well-conceived turn-based 
system, very similar to proven 
RPGs of the past. 

We’re anxiously awaiting a final version of Shadow Madness here at GR, if only to see 
how Crave’s ambitious design turns out. 


“Is that Colony Wars'!” was 
something I had to hear more 
than a few times while checking 
out Blast Radius from 
Psygnosis. And whether 
Psygnosis would be terribly 
pleased by this or not, it does 
use the very same engine and, 
at first glance, the two indeed 
look similar. But Blast Radius’ 
raison d’etre is fast, arcade action. 

There’s none of that pesky, deep story¬ 
line to concern yourself with or com¬ 
plex mission objectives. The aim here 
is non-stop destruction. 

Befitting the action-oriented nature 
of this particular title, there are 
powerups to collect from fallen craft 
and money to be earned from the very 
same destruction. After each mission, you can purchase upgraded weapons 
and shields to further your destructive aims. You’re also given a choice of 
multitalented attack craft at the start of the game. Also on tap (but not yet 
functional) will be a two-player link-up mode of some sort. 

It’s perhaps a little curious that Psygnos are bringing out a title so closely 
related to their own Colony Wars. There must have been many who felt that 
CW was too complex and that its wondrous 3D engine could use its own 
action game. Review forthcoming. ^2 





















































































































































traditional character generation I 

and development much like that I ; 

of Ultima Underworld, the game I j 

is destined to set a benchmark I 

for the sci-fi RPG genre. By mak- I 

ing some of the more traditional I 

role-playing elements more I 

apparent, the game's develop- I 

ers, Looking Glass Studios, are I 

striving to a well-bal- 

anced puree of technology and immersing gameplay - which includes radiant 
psionic powers such as Cryokenesis and Force Wall, and an unsurpassed 

B weapon modification system that 

allows players to alter a weapon's 
power and effectiveness. Topping 
this off, a multiplayer mode will be 
intact, allowing four players to expe¬ 
rience the engrossing adventure 
cooperatively. Whether or not this 
formula will earn the success of the 
original is yet to be seen, but early 
depictions of the game look very 
encouraging. 
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As a sequel to a 
game that is heralded 
by many as being one 
of the finest PC 
games of all time, 

System Shock 2 is 
sure to result in 
something extraordi¬ 
nary. Submerging 
players in a novel 16- 
bit 3D world, building 
upon the original's 
science fiction 
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Who can deny the powerful 
legacy of Populous ? For many of 
us, playing as God left quite an 
impression, but the memories 
have been hibernating for too 
long. Answering our prayers, 

Populous 3 has finally been 
released in demo form. Rather 
than having a narrow isometric 
view of the world, the game will 
allow players to view the earthy 
planet they plan to conquer from just 
about any angle - including a distant 
satellite view from just outside the 
planet’s atmosphere. The game also 
benefits dramatically from today’s tech¬ 
nology; the graphics are now breathtak¬ 
ing. Depicting a lush planet that exists 
as a true ellipsoid, including some spec¬ 
tacular spell effects like the tornado, a 
dust-filled whirlwind that lifts buildings and tribesmen into its deadly vortex, 
and presenting a very smooth interface that makes the game incredibly easy 
to pick up and play, Populous 3 goes well beyond its predecessors. 
Squelching concerns about playability, the game thankfully remains true to its 
origins, as it still retains the same charming gameplay of the original. 
Everything just looks, sounds, and plays better. Nothing wrong with that. @ 
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So, who’s developing 
Psygnosis’ futuristic racer, 

Rollcage ? Here’s a hint: “Avoid 
the ground.” Yes, it’s ATD! The 
minds behind Cybermorph, 

Battle morph, and the ill-fated 
Blast Chamber are on their way 
to redemption with the hot- 
looking Rollcage. ATD reps 
explained that up to now 
they’ve been coming to grips 
with next-generation hardware, and now 
that they’ve created a powerful engine (it 
really is), they’ve had time to pour their 
heart and soul into the gameplay. After a 
thorough preview test of Rollcage, we 
definitely agree. This totally refreshing 
racer offers stunning speed, gorgeous 
weapon effects, and vast environments. 

The vehicles are reminiscent of those RC 
cars with big wheels (and small bodies) that can flip over and keep moving. This 
idea is constantly encouraged in Rollcage, as you drive straight up the sides of 
walls to find speed-burst pads and weapon powerups waiting along the tracks, 
which are loaded with cool areas to rocket through upside down or otherwise. 

Now, about those weapons: Leader missiles seek out the first-place car, some 
rockets are specifically designed to destroy structures in the environment (you’ll 
be doing lots of that), and others open powerful temporal disruptions or cause 
screen-melting time warps. The pyrotechnic 
effects, particle explosions, and gorgeous 
lighting are a sight to behold. Rounding out 
the game’s list of impressive attributes, the 
soundtrack features some of drum & bass’ 
best UK artists (like Ed Rush and Renegade), 
there’s a great two-player split screen and 
plenty of modes to unlock. We’ll be monitor¬ 
ing this promising March ’99 release very 
carefully in forthcoming issues. ^2 
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The vicious tactics of a thief 
are not common to most of us. 

We do not steal. We do not kill. 

We do not sneak through the 
dark shadows of night, look¬ 
ing for an innocent victim to 
assault. But it is likely that 
when Looking Glass Studios’ 
game Thief is released, many 
of us will with childlike excite¬ 
ment. Destined to be a suspenseful and dark escape from reality, the game 
will teach many of us the way of a master thief. 

Perhaps it is the ignoble nature of the quest at hand, stealing wealth 
from the snobby rich and killing those who try to stop you, that has many 
of us so excited about Thief: Trying to slip past guards, remaining unde¬ 
tected, and pillage what is not rightfully yours; slinking through dimly lit 
ancient cities, guarded mansions, secured prisons, and even creepy cata¬ 
combs to mug a weary aristocrat. But making such an experience authen¬ 
tic requires an engine that is capable of some amazing feats. Dubbed the 
Dark Engine, Thief’s 3D technology is said to allow for unrivaled freedom 
in a world that truly seems alive. Nature’s elements behave as they 
should: wood catches fire, buoyancy affects objects when in water, other 
objects can be used creatively to impede your enemy’s progress. Even 
sound will play an imperative role in aiding many of your tactics. If the 
gameplay and engine live up to the hype, Thief should be a haunting expe¬ 
rience at the very least. Q 
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Y ou’re traveling through a darkened school hallway, the consuming 
void pierced only by your flashlight, when you suddenly 
hear...scampering. You squint your eyes, trying to see beyond the 
boundaries of your flashlight, ready to draw your weapon at a moment’s 
notice. Instinctively you whirl around, sure that the terror is stalking you 
from behind, yet other than a few splatters of blood smeared on the tile 
floor, nothing seems to be amiss. Relieved, you turn back around, ready 
to find the exit to this damned structure, only to face several small 
demons bounding towards you from the blackness. You fire your 
weapon, but the empty click of your gun’s hammer confirms your fears 
- no more bullets! You sprint back the way you came, switching off your 
flashlight, knowing these bastards who are chasing you can see the illu¬ 
mination. Turning a corner you throw yourself into the first room you 
come upon and sit there in the darkness, wiping off your sweaty palms, 
thankful to have escaped. That’s when you hear breathing, and realize 
you’re not alone... 

Welcome to Silent Hill. OK, let’s get the obvious out of the way first. 
It’s not hard to guess which game influenced Konami to create their lat¬ 
est offering, but those who quickly label Silent Hill nothing more than a 
Resident Evil clone have one hell of a surprise coming. While the origi¬ 
nal Resident Evil felt like an action/horror movie and RE2 more 


like...well, just an action movie, Silent Hill promises to deliver quite a 
different experience. Actually, SH promises to deliver fear. And not just 
that dog-jumping-through-the-window heart skip we all loved about 
Resident Evil. I’m talking about true terror. In Silent Hill, you won’t be 
wondering how many zombies are in that next room; you’ll be too busy 
franticly sweeping your flashlight back and forth across the darkness, 
hoping to God nothing stumbles into your line of vision. You see, for 
Konami, this game is about a lot more than just trying to make you crap 
your pants with random surprises; they want you to feel horrified. They 
want you to play with the lights on. They want you to feel the pain the 
main character experiences, and they want you to go to sleep with that 
on your mind. They want to make a game you won’t soon forget. Damn, 
I love this company. 

Of course, Silent Hill has its share of action. There are weapons to 
collect, bosses to encounter, and areas to explore - but, once again, 
unlike Resident Evil, this is an entirely new process. Comprised totally 
of texture-mapped polygons, the backgrounds might not have the 
detail found in Capcom’s classic, but thanks to constantly changing 
camera angles, the environments have a much more dynamic look. 
Now, when you turn around, so does the camera: it rises above you 
when running through cramped spaces, pans away to alert you to 
something on the other end of the room, and at times spins in awkward 
angles to give effect. There is also an ample amount of super-realistic 
CG to further heighten the gameplay experience, music that truly 
changes with the game’s content, and a storyline that promises to be 
as complex as anything you’ll read by Stephen King. And all of this 
directed by a man who, until this project, knew nothing of horror. 
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It all takes place in a really foggy town. Scary, eh? 
OK, there might be a bit more than that. From what 
we can tell, the basic story goes something like this: 
It all begins with you wanting to take your daughter 
to a quaint little vacation town by the name of Silent 
Hill. On your way there, something stumbles out of 
the fog onto the road, and you swerve to avoid hit¬ 
ting whatever it was...and crash. When you come to, 
not only do you realize your flipped car is now a 
wreck, but your daughter is missing as well. With 
nowhere else to go, you wander into the town of 
Silent Hill, and find it void of people. Thinking you 
see your daughter walking into an alleyway, you fol¬ 
low and are killed by a bunch of small demons. 


Really, you die - isn't that cool? Well, in any case, 
you wake up in a diner with a cop...and that’s where 
Konami stoped talking. Hmmm... A diner. 



This is the part that confuses me. It’s strange how Silent Hill’s direc¬ 
tor, a person who claims to have never been a horror buff, could come 
up with some of the situations you’ll find in Silent Hill. Skinned bodies 
hanging off wire fences, nurses with growths on their backs stumbling 
after you in rusty hospitals, the pools of blood and flesh that seem to 
be everywhere... Some of this work would make Clive Barker shiver, 
and is sure to give kids (and at least one magazine journalist) night¬ 


mares for weeks after the adventure is finished. I normally like to play 
games like Resident Evil, Eo, and Dark Messiah at night with the lights 
off - you know, because it’s fun to be scared - but Silent Hill might 
change that for me. And as much as I hate to admit it, the genre of Sur¬ 
vival Horror has a new player on the field, one that could redefine the 
way we look at “terror” games forever. At any rate, I’m looking forward 
to the experience. # 





















playstation feature 


page 64 



SILERT HILL inTERVIEUJ: 


GR: Where did the inspiration for the story come from? 

The idea came from the corporate side, which thought they should make 
a horror game. They asked Mr. Toyama if he was interested in working 
on the project. At this time he didn’t know that much about horror, so he 
started his homework looking at what sort of horror people enjoyed, 
and found out that modern horror was getting the most acceptance, and 
from there created the theme and storyline. He found out that most peo¬ 
ple enjoyed situation horror where you’d find yourself in a real-world- 
type setting, but for some reason it’s different - real dark or real foggy. 
He wanted to build on these feelings by creating a “normal” American 
town, and create the horror image from there and build on it. 


horror game, it felt 
more like an action 
movie. With Silent 
Hill, we tried to go 
back to the roots 
of what horror is 
supposed to be 
about; we want to 
make you scared 
on the instinctive level. 


HOW LARGE IS THE TEAM WORKING ON SlLENT HlLL? 

At the largest point there were 20 people on this project, but the actual 
group that worked on the framework of the game was 7 to 10 people; 
the rest were designer assistants. 

IS THERE ANY PARTICULAR AUDIENCE YOU HAD IN MIND FOR SlLENT HlLL? 

Stop with the trick questions, you know what audience we’re going 
after! [laughter] Putting aside the first BioHazard (Resident Evil), Bio- 
Hazard 2 went very Hollywood-like, very action oriented. Instead of a 


So, DO YOU ENVISION PEOPLE PLAYING THIS GAME WITH THE LIGHTS OFF? 

No, we were kind of hoping to make it scary enough you would want to 
play Silent Hill during the daytime with all your lights on! [laughter] 

HOW MUCH GAME PLAY DOES SlLENT HlLL HAVE? 

This depends on how good people are at solving the puzzles, but it’s 
looking like 6 to 8 hours if you know exactly where to go and what to do. 
It should take a first-time player up to twice this length. There are also 
hidden secrets and bonuses when you beat the game, inspiring replay 
value. 



Gaza i-iitaa 

Producer 

Former credits include: 
Hyper Olympics, Mitsumete 
Night 


i-feiicnira Togama 

Director, Scenerio Writer 

Former credits include: 

Hyper Olympics 


Tal-iaLjasni sata 

Character Design, CG 

Former credits include: 
Being a student 


nl-tira vamnoua 

Music, Sound Effects 

Former credits include: 
Vandal Hearts, Poy Poy, con¬ 
tributed to Suikoden 


Are there any other major characters in Silent Hill? Do you ever 

CONTROL ANY OF THEM? 

There are seven other main characters in the game, and while we can’t 
tell you much about them yet, let’s just say you’ll meet them many times 
throughout the game and discover their interesting backgrounds. No, 
you’ll never control anyone else. 

Will there be different endings? 

There will be one underlying story throughout the whole game, but 
there will be multiple endings: The good ending, the bad ending, and, if 
it comes down to it, dying and finishing off the game with another end¬ 
ing... sort of. 

Have there been any difficulties with putting Silent Hill on the 
PlayStation, especially with the dynamic camera angles? 

We had a few problems, mainly because there is no Z-buffering in the 
hardware itself, and when you start playing with the camera angles, the 
priorities change. In a normal action game, this isn’t a problem, 
because you don’t have to worry about the atmosphere too much. But 
in making a horror game, we wanted to make sure that atmosphere is 
preserved throughout the whole game - and that’s where the major 
problems came in with the camera angles. 


Speaking of those camera angles, where did you get the idea to 

MAKE THEM THAT DYNAMIC? ARE THERE ANY CERTAIN FILM DIRECTORS 
YOU ADMIRE? 

Not really. There’s nothing we’ve seen that’s really like this. Think of it 
as “Toyama-style.” When we were working on the concept bf modern 
horror, we were trying to figure out how to give the game an “unbal¬ 
anced-world” feeling. These camera angles seemed to fit best, as it 
gave the game a cinematic style. 

This game seems to be very dependent on the flashlight. Can you 

EVER LOSE IT? 

We were playing around with the flashlight in early versions of the 
game, thinking about letting you drop or lose it, but then we discovered 
it’s almost impossible to play Silent Hill without it; you would get lost in 
the dark. So, the flashlight itself cannot be taken away, but it still acts 
as a very dynamic part of the game. Many areas in Silent Hill are very 
dark, but that’s not to say you won't want to turn it off in certain cir¬ 
cumstances; the enemies have eyes and ears... 

HOW MANY DIFFERENT WEAPONS AND ITEMS ARE IN THE GAME AT THIS TIME? 

When it comes down to it, there are very few weapons and items, 
because we want to keep the “real-world” feeling. You might be able to 























Any plans to have Silent Hill utilize the Pocket Station? 

For this product, no. 


Could you give us the average time it takes to render a minute of 

CG, FROM DESIGN TO FINAL PRODUCT? 

[laughter] Um, I’ll let you do the math on this one: One second of ren¬ 
dering time takes 3 to 4 hours, but if you take in the time if takes for the 
actual design, much longer. 

Let’s just say I haven’t 
slept much since I started I 
work here... 


When was that? 

I joined the company three 
years ago, but didn’t start 
with the game until a year 
later, so that gives you an 
idea. 


What kind of soft¬ 
ware/hardware was 

USED FOR CREATING THE 

CG? 

The CG was created using 
Softimage 3D, and when I 
first started working on 
this project all I had was a 
single (Silicon Graphics) 
Indy 5000. Of course, after 
the company saw the 
amount of work I was 
doing, they bought me 


This interview was done live at Konami’s Tokyo Headquarters, and featured 
questions by myself and other members of the international gaming press. I 
would like to thank those journalists, Jon Sloan, Ken Ogasawara, the entire 
Silent Hill team, and the rest of Konami Japan for making this possible. 


find a shotgun or a handgun from a police officer, but that’s about it. You 
won’t find any Uzis lying on the ground. 


Also, about the items, are you planning on incorporating their 

PLACEMENT WITH THE “REALISTIC ” VISION OF THE GAME? WlLL HEALTH 
ITEMS, FOR EXAMPLE, BE IN PLACES YOU'D NORMALLY FIND THEM (FIRST 
AID KITS AND THE SUCH), OR WILL THEY JUST BE SCATTERED AROUND ON 
THE GROUND IN RANDOM AREAS? 

We are planning on placing items where you’d expect to find them, but 
you must remember, this is a game... So they will be spread around lib¬ 
erally, as opposed to having specific spots where you have to travel to 
find. If you do that, the game becomes more of a mission to find items, 
and that’s not what we want the atmosphere of the game to reflect. 


Can we expect any random elements in the game? Will monsters 

ALWAYS BE IN THE SAME STARTING POSITIONS? WILL ITEMS EVER BE IN 
DIFFERENT LOCATIONS? 

As a general rule, the game will be balanced the whole way through, so 
you can essentially expect the positions to always stay the same; there 
won't be many random things that change every time you play. Howev¬ 
er, we will retain a few random elements to help give Silent Hill replay 
value. 


Speaking of the enemies in Silent Hill, are you planning to give 

THEM ANY KIND OF BASIC Al? WlLL THEY ADAPT TO YOUR PLAYING ABILI¬ 
TY? Are there any variables? 

We have certainly thought about the balancing aspects, but we haven’t 
thought about it from the enemy perspective - rather more in the item 
area. We are planning on giving the player more ammo and such if he’s 
having trouble in the game. 


Silent Hill © 1998 Konami. All Rights Reserved. 
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Even though I think we all know the answer, but just to get an 

OFFICIAL RESPONSE: THIS VERSION OF SlLENT HlLL IS DIFFERENT THAN 
THE ONE WE SAW AT THE E3. CAN YOU TELL US WHY THE CHANGES WERE 

made? Was it to please mainly the American market, or for the 
Japanese market as well? 

The creatures of the game... are a difficult issue. We want to provide the 
consumers with a sense of horror, but not revulsion. There are images 
associated with horror that this company does not want to be associat¬ 
ed with. This is a sensitive issue at any time, but more so recently... [ed’s 
note: The version we saw at the E3 had enemies that looked like 
skinned children. These have been changed into small demons] 

HOW FAR ALONG IS SlLENT HlLL? 

It is very hard to say what percentage the game is done. The base part 
is together and now it’s just up to them to put it together and flesh it out. 
If you had to put a number on it: 70 percent. 

When can we actually expect to play Silent Hill? 

We are planning to have the game ready by spring. The main thing is, we 
don’t want to have this project rushed. Silent Hill is very important to 
Konami, and we want it to be perfect. For the American release date, 
look for an announcement at the E3. 

RBOUT THE CG: 

Is THE GAME BROKEN UP BY FMV SCENES? 

There is about 10 minutes of rendered CG, which includes the opening 
and ending. We won’t tell you the exact amount of cut scenes, but let’s 
just say they’re spread liberally throughout the game. Of course, there 
are many other major storyline events that are displayed in game graph¬ 
ics, and nearly all of these have voices (in English) to accompany them. 

IS IT TRUE THAT ALL THIS CG WAS DONE BY ONE PERSON? 

Yes! 

















(Above) Check out the insane hi-res 
graphics. Luke must pilot this V- 
Wing around Cloud City (the multi- 
\ level cloud effects look stunning!). 

4 \ 


M ark Haigh-Hutchinson commented, “We 
had a great number of people remark that 
their favorite aspect of Shadows of the Empire 
was the first stage on Hoth with the Snow Speed¬ 
er.” That’s how it all started for Mark (project 
leader) and his team as they listened to the pub¬ 
lic opinions, and decided that the next Star Wars 
game, Rogue Squadron, should be based purely 
around piloting rebel craft in order to provide top 
shooting action in the classic Lucas universe. 

The result of 16 months of hard work has at last 
paid off, and recently I was invited to attend a 
play-test session at LucasArts in San Rafael, CA. 
Rogue Squadron is the third game to be officially 
announced that supports the N64 4-Meg RAM 
pack, making it a veritable showcase for other 
developers in the community. The extra RAM 
allowed Mark to implement a high-resolution 
mode (giving the appearance of a first-genera¬ 
tion PC accelerated game), which, once seen in 
1, really allows the N64 to bask in graphical 


magnificence Oust check out the shots for proof). 
Unfortunately, once you become accustomed to 
the hi-res mode, you will certainly notice a differ¬ 
ence in all other N64 games, and perhaps even 
become slightly annoyed that the majority of 
other games don’t look this good. 

Rogue Squadron drops you into the well-worn 
boots of the soon-to-be jedi Master, Luke Sky- 
walker, in a time frame found somewhere 
between Star Wars and The Empire Strikes Back. 
The ever-present Imperial shadow threatens the 
existence of the Rebels, and it is your job to take 
to the air and stop them dead in their tracks. 
Joined by familiar allies such as Wedge Antilles 
and Han Solo, you battle your way through 16 
stages of mission-based shooting action in order 
to achieve victory. Locations include Tatooine, 
Kessel, and Mon Calamari (some of which have 
only been seen before in Star Wars comic books), 
and players will be required to dogfight the evil 
Empire within these locales. 

















nintendo 64 feature 



Advanced pilots should make use of 
H.U.D. within the cockpit. Fly the Y-Wings 
on bombing missions. 


In order to extend game longevity, LucasArts 
have implemented a medal award scheme (sim¬ 
ilar to the one found in Mario Kart 64) for com¬ 
pletion of levels, enabling you to free-up differ¬ 
ent spacecraft for use on different levels. Gold, 
silver, and bronze medals are awarded depend¬ 
ing on how competently you complete the 
stages (with time limits, civilian casualties and 
enemy targets all being factors). You are able to 
fly X-Wings, Y-Wing bombers, Snow Speeders, 
and even a new V-Wing, taken from the comic 
book series. The actual flight physics and con¬ 
trols are excellent and cater to beginners and 
experts alike, allowing easy self-centering con¬ 
trol or realistic yoke flight. Flight environments 
are very realistic and pay attention to detail 
extremely well (you can even see Jabba’s palace 
whilst trying to prevent Mos Eisley from being 
destroyed by TIE Bombers!), and the only real 
problem graphically is that the game seems to 
experience some pretty harsh draw-in on the 
distant landscapes. Happily, this never really 
interferes with the gameplay, and only the 
length of each level stops this from being a truly 
epic title. If you were to try and claim gold 
medals on all the stages, the overall game 
length would probably be near to 20 hours, 


which isn’t that bad. 

LucasArts’ Rogue Squadron is a solid, 
upstanding shooter and deserves much success 
on the N64. After all, who can resist a Star Wars 
title in glorious hi-res with exciting, adrenaline¬ 
pumping action? The future of the N64 has defi¬ 
nitely been given a much-needed shot in the 
arm, thanks to the RAM pack, and it will be inter¬ 
esting to see if hi-res becomes the norm rather 
than the exception. LucasArts should be con¬ 
gratulated for tackling an ambitious project like 
this, and given the overall improvement over 
Shadows of the Empire, I look forward to getting 
a final review copy ASAP. ]££ 
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developer 989 studios • publisher 989 studios • available january ’99 




As the biggest on-line RPG nears completion... 

We go one-on-one with the Lead Programmer of this brave new world! 






Scott Clover: Lead Programmer of EverQuest 


EVERQUEST 

BV OflVfO MOOGSOm 


How long has EverQuest been in development? 

Approximately two-and-a-half years. 


Please , could you take us through the basics ofgameplay? 

First you create a character (on-line persona), choosing from 
a wide variety of races (such as Humans, Elves, and Trolls) 
and classes (like Warriors, Bards, Clerics, etc.). Once you 
have decided who you want to be, you enter the 
are placed within a hometown to begin your adventures. 
What follows is really up to the player. He or she can spend 
their hours delving into dark dungeons in search of trea¬ 
sure, talking with friends while fishing, going on a short 
quest that might only take an hour to complete, or going off 
on a quest that takes you all over the world and requires 
days to finish. There is no lack of things to do, places to 
explore, or people (and monsters) to meet. 


Is the character loaded in from a server, or from a player’s PC? 

All characters reside on our servers only. 


Why did you opt to develop a hardware engine only ; and no 
software engine? 

We started out software only, largely because there was no 
hardware standard to speak of at the time. But once the 
3DFX chipset was presented to us, we decided that 3D hard¬ 
ware was the way of the future. The software engine was 
just holding us back, and since we wanted to make 
EverQuest the best it could possibly be, we had to dump the 
software version and go hardware only. I think we made a 
great choice, and I think our customers will agree with us. 


An obvious comparison is a huge on-line version of the 
Dungeons & Dragons role-playing game. Is this fair? 

EverQuest is a role-playing game, and many of us on the 
team grew up playing D&D, but EverQuest is not D&D, it is a 
completely original rule base that we designed ourselves. 
Also, D&D was just a couple of friends getting together with 
some rule books and their imaginations, but EverQuest is a 
living, breathing, on-line community of thousands of people 
depicted in rich, colorful 3D. We are bringing things only 
imagined, or written down on paper, to life. 
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The PK feature is an obvious advantage, as is the com¬ 
prehensive beta testing which is ongoing. Please com¬ 
ment on how these features help the game, and those 
that a player hasn*t been able to experience before. 

The PK issue is hotly debated, but many people (the 
EverQuest team especially) feel that players killing other 
players is best left to action games like Quake 2 that are 
not persistent worlds. In Quake , the game is to run around 
and rack up the most kills, and if you get killed there are no 
lasting implications -you just pop right back into the world 
and grab another rocket launcher. In EverQuest there can 
be huge, lasting implications to death. EverQuest is not 
about running over powerups and fragging people until 
your mouse hand cramps up (although I have personally 
done that in id’s games, and have loved every minute of it). 
You can easily spend months advancing your character’s 
career in EverQuest, amassing a huge fortune, honing your 
skills to mastery, and gathering powerful artifacts. Many 
people are just not interested in losing all of that hard work 
in a few seconds to some jerks standing outside of town 
who get their laughs from killing people that are weaker 
and looting them. If the customer is interested in playing 
that way, then they can choose to do that, but others who 
are not interested won’t have their gameplay experience 
ruined. We let the customer choose - we don’t force it 
upon them. 

What is the maximum number of players that can simul¬ 
taneously log on to a particular world? 

Right now we are looking at approximately 1,500 players, 
but that may change. 


If you have a 28.8 Modem and a low-end spec PC, are you 
still going to be able to enjoy the experience? 

Your computer must at least meet, but preferably exceed, 
the minimum hardware requirements. Certainly the fastest 
computer and video card on the market will turn in much 
better frame rates, but that being said, the game runs pret¬ 
ty well on our minimum machine. And, I play from home 
using my 28.8 modem with no problems. 


ing. Our world is immense, and the job of making that 
world come alive has been a huge undertaking. Our team 
is extremely dedicated, putting in many long hours over 
the last two-and-a-half years, and I don’t think we could 
have a more talented group of individuals. 


Does the game suffer when many characters congregate 
to an area? 

With any game there is going to be frame-rate loss when 
too many players get on the same screen, but I think all of 
us here have been surprised by how well our game per¬ 
forms with a whole bunch of people and monsters on 
screen. And, since our game is hardware only, you can 
always buy a faster 3D card, especially since they keep 
dropping in price. Also, our players will be spread out 
much more than in other games of this type, which really 
helps. 

EverQuest is seen primarily as a multiplayer game. How 
does one interact with other PCs and the world around 
them? 

You talk to them, trade with them, go on quests with them, 
battle each other in an arena, and much, much, more. 

Can you play the game as a single-player experience? 

EverQuest does not have a true single-player mode, but 
you can certainly adventure alone if you so desire, 
although you will find that life is easier when you have 
some friends to watch your back. 

How have the problems such as horizon drawing, number 
of placements (such as trees), onscreen slowdown, and 
the ease of using the interface been overcome? 

Fast hardware, great people on our team, and lots of good 
ol* ingenuity. 


Do you have the capacity to keep expanding? 

Absolutely. We will be ready to bring additional servers on 
line in a moment’s notice. 

What problems have you faced with the sheer size of the 
project and the freedom a character has? 

RPGs, in my opinion, are the biggest development project 
you can possibly undertake, and throwing the massively 
multiplayer element into the mix makes the scope stagger- 


How have you created NPC and monster Al? What can 
players look forward to when interacting with computer- 
controlled opponents? 

Blood-thirsty hordes of monsters of nearly every kind 
imaginable hunting you down mercilessly. You can run like 
a little child, but you can’t hide! Well... unless you’re a 
rogue! 
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Are there disadvantages or advantages to a certain 
style of play? 

There is not just one way to play EverQuest. Different 
things work for different people, and I think our world is 
open-ended enough to accommodate the personal styles 
of all of our customers. 

How many different characters and classes are there? 

There are 12 playable races and 14 playable classes. 



Is the game a simple matter of ganging up on monsters 
and leveling up, or are other skills required? Please 
y mention stuff like pshing, sewing and other skills and 
their relation to the game. 

EverQuest has many different skills, some combat relat¬ 
ed and some not. We have fishing, baking, and many 
more... Heck, you can even brew your own beer! But, 
unlike other games before us, the player is never forced 
into doing these things; they will do them if they want to, 
not because they have to. You can jump right into ridding 
the countryside of evil nasties, or you can just fish and 
talk with your friends for awhile. It’s all up to the player. 


Can you , for example , build your own castle? 

Too early to say at this point, but 
there will not be a huge wash of play¬ 
er homes covering the landscape in 
our world. 


What can a player look forward to at 
extremely high levels? 

Many things, but I will leave that for 
our players to discover on their own. 


How is animosity dealt with? 

Players will deal with animosity between themselves and 
other players on their own, unless they require assis¬ 
tance from us, in which case one of our on-line staff mem¬ 
bers (known as GMs) will deal with the problem swiftly. 
In-character animosity, such as a Paladin hating evil 
Necromancers, is part of the game, but real-world-style 
harassment will not be tolerated. 


Is there really a total freedom of move¬ 
ment? How have you achieved this? 

Yep, you can run, jump, swim, and 
even levitate all over the world. 


Thank you very much! 9 
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EA delivers... 

the ultimate finishing move! 


bv rrm-te cspii/=f=in 

M any mistakes have been made in this industry 
lately, but EA’s decision to can Thrill Kill takes the 
proverbial cake. As this is being written, a few months 
after EA’s acquisition of Virgin Interactive, Thrill Kill has 
been officially canceled. Although the game is current¬ 
ly 100 percent complete and ready for store shelves, 

EA have publicly stated that Thrill Kill cannot be 
released under the EA brand due to its violent content. 

Ironically, this follows Thrill Kill’s first setback: The 
ESRB review. Although the board slapped the game 
with an “AO” (Adults Only) rating as expected, Paradox 
were forced to cut out two of TK’s finishers, as well as 
certain flesh-shearing sound effects, which were 
deemed too realistic. All of it: pointless, random arbi¬ 
tration. 

I can say this with absolute confidence because we 
have a beta copy of Thrill Kill here at GR. It’s almost 
complete, and it’s been played to death and back 
again. I could review it, but as a rule we never score 
pre-final games, even canned ones. I know for a fact 
that Thrill Kill is not as violent as others (i.e., EA) would 
depict it. The violence is obviously severe but shock¬ 
ingly comedic, if that makes any sense. It’s horror 
movie brutality, which can easily be distinguished from 
reality. 

The fact is, people I’ve played TK with all react the 
same way to the images: A half grunt, half gasp as 
especially bone-cracking blows are delivered. This, 
and smiles all around. One sequence of punishment 
after another, and still everybody laugh^fThe charac¬ 
ters and freaky moves are so clearly exaggerated, it’s 
funny. We’ve been through this “video game violence” — 
crap in the past, and again the fascism hits a totally f 
unreal fighting game. Give us a break. 

In the midst of all this, Thrill Kill is a solid multiplay¬ 
er fighter. The combos are powerful, and the control, 
while neither Tekken nor VF smooth, is still better than 
any U.S.-made 3D fighter in recent memory. Minimum 
requirements for enjoyment? Find three other fighting 
game fans, break out the moves list, stick the damage 
on low (for extra carnage!), and proceed to pound each 
other for hours. Any hard-core multiplayer gamer 
would die to have Thrill Kill in his or her collection. 

It’s all up to EA now. Nothing prevents them from 
selling the property to another company except for an 
unusually straight-laced moral position. I assure you 
that many companies would be interested. Thrill Kill 
would still be censored (sadly, as I watch Cleetus’ 
blood-feast finisher), but ready to go into full produc¬ 
tion nonetheless. You know, I think the ratings board 
should get to work censoring the cancellation itself. 

It’s the worst slaughter of a video game I’ve seen in 
years. ^ 


"The Thrill Kill team is definitely disappointed that the game will not be coming out. l/Ve are not 
allowed to comment on the situation of the game any further. However ; we have already started work¬ 
ing on our next two projects here at Paradox, and are putting the disappointment behind us. When 
more information is available for the public about either of these projects, you can be sure that the 
readers of Gamers’ Republic will be the first to know. Paradox will always strive to bring forth new 
ideas and top-notch titles to the industry. That is and always will be our goal.” 

—NEVin muinau.: Lead producer — paradox 


Bloody, fierce, merciless multiplayer mayhem. Belladonna clocks The Imp, Cleetus and the Doc 
gang beat Tormentor, and Mammoth crushes! Would this sort of violence damage our society? 


To the left: Thrill Kill’s all-powerful bosses. Cain sends Tormentor for a flesh-burning 
ride with his fire-ring stomp! Marukka strips Judas’skin with her massive talons. These 
are the awesome boss characters that nobody will ever get to play. Such an injustice! 


EA have strange logic. It appears that brandishing chains across the bloodied faces of hairy bik¬ 
ers in Road Rash is acceptable violence, whereas deranged lunatics engaged in mindless depravi¬ 
ty in the safety of their own sanitarium is a little too close to the half-gnawed bone (see bottom 
left - Cleetus dines out!). Bugger. Isn’t it clear that 
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S ay farewell to a system that never got the respect and 
support it deserved. Making a final curtain call for Sat¬ 
urn is Rayearth, a beautiful hand-drawn action/rpg that 
finds its roots back near the beginning of the Japanese 
launch. Trace back even farther in time-nearly two 


decades farther-and a classic called Asteroids is where 
the PS finds the seeds to grow a version for the ’90s; our 
shooter contingent was more keen on playing Colony 
Wars Vengeance than the newly refurbished classic. Also 
recommended, the first GBC games show great promise. 



snorts 


Apocalypse 

C 

Asteroids 

C- 

Battle Tanx 

C 

Colony Wars: Vengeance B+ 

FI 

B- 

Magic Knight Rayearth 

A - 

Nightmare Creatures 64 B- 

Rally Cross 2 

B+ 

Roll Away 

B+ 

Scars 

B 

Shogo 

B 

Smurfs 

B- 

Test Drive Off Road 2 

C 

Tiny Tank 

C+ 

Twisted Edge 

C+ 

Twisted Metal 3 

B 

Wario 

B+ 

Wipeout 64 

B - 


C- 

C- 

c- 

B 

C+ 

B• 

B- 

B 

B 

B 

B- 

C+ 

C- 

c 

c- 

B 
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C- 

c- 

D+ 

B 

C 

B- 

B- 

B 

B 

B- 

C 

C 

D - 

C 

C- 

B- 

B 

C 




[A+ to A] Games in this bracket are the indubitable cream of the crop. They feature the very best in 
visual presentation, and are excellent in both initial and long term playability. The very best video game 
of its type, worthy of every gamer’s undivided attention. Example: Zelda: Ocarina of Time 


[A- to B] Games in this bracket are excellent, solid and highly playable pieces of software, although 
they lack minor polish to become truly outstanding. Slight graphical glitching coupled with a margin¬ 
ally disappointing ending may mar an otherwise exalted release. Example:Xenogears 


[B- to C] Games in this bracket are generally very good, but may have one or more flaws. A a game 
receiving a B- may be a great game that’s just too short or has irritating music, while a C may have 
these same problems and a couple more. Very good to average entertainment. Example: Shogo 


[C- to D] Games in this bracket require serious help in two or more areas. Perhaps the control responds 
horribly and the characters animate poorly. Although a game of this caliber may have had a great ini¬ 
tial concept, it was never fully realized in the final stages of design. Example: Battletanx 


[D- to F] Very rarely will you come across a game of this lack of quality. A complete dearth of vision, a 
determination to remove any semblance of gameplay or fun, and particular attention made to use none 
of the most rudimentary of the system’s proprietary tools. Batman & Robin 


mi mi mu 11 mu ii mi n n mi min 11 ininii n mini nil 


Ft FA '99 Bi- 

NBA JAM '99 B 

NCAA GAMEBREAKER '98 A- 

Skiing '99 D+ 

Quarterback Club '99 B- 


1. Games marked in RED are highly recom¬ 
mended for your gaming collection. 

2. Games marked in BLUE should be avoid¬ 
ed completely. 


[Subject to the reviewer’s personal prefer¬ 
ences, it can be generally accepted that 
any game scoring a Bor higher is a great 
way to spend your gaming evening. Games 
scoring a low D or F should be microwaved 
for three seconds and returned.] 
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S cottish developers Visual Sciences step in 
for Bizarre Creations to bring us the third 
installment of Formula 1 for Psygnosis. As its 
name suggests, Formula 1 ’98 re-creates all the 
drivers, teams, and courses of the ’98 season 
(which, by the time you read this, will have con¬ 
cluded with Mika Hakkinen becoming the first 
Finnish World Champion since 1982). 

Built around an entirely new 3D engine, it’s 
painfully clear that this sport remains too visu¬ 
ally taxing to replicate on current 32-bit hard¬ 
ware. While there are quantitative improve¬ 
ments over Bizarre’s attempts in the areas of 
car modeling and draw distance, this doesn’t 
stop the whole affair from looking incredibly 
rough around the edges as massive chunks of 
scenery pop in and out of existence and an 
overall glitchiness abounds. 

It’s too bad, really, because as a simulation 
of Formula 1, it’s hard to fault this title. 
Everything you could want in an Fi title is here: 
animated pit stops, running 
commentary by Murray 
Walker and Martin 
Brundle, arcade and 


grand prix simulation modes, and up to four 
players simultaneously with link cable. Most 
importantly, Visual Sciences have managed to 
instill good and proper control to both arcade 
and simulation modes. Cars have a realistic 
and tangible feel, and behave, if not absolute¬ 
ly realistically, then at least as one would 
expect a Formula 1 car to. The Al, too, is com¬ 
mendable, with each computer driver acting 
upon a set of parameters culled from real-life 
driver tendencies. 

As with the previous entries in the series, 
Formula 1 ’98 is best left to fans of the sport (of 
which there are probably very few in the 
States). For them, the strict, no-drifting style of 
gameplay and real-world courses and drivers 
are a treat. Visual Sciences have taken on a 
difficult task in picking up where Bizarre left 
off, but there’s only so much that can be done 
with current 32-bit hardware in re-creating this 
most graphically demanding sport. =gc 


Fans of the sport will appreciate the series’ continuing verisimilitude, but 

CASUAL GAMERS WILL BE PUT OFF BY THE SEVERE POP-UP AND GLITCHING. 
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saturn review 


riginally released all the way back 
in 1995, Magic Knight Rayearth 


has been a longtime in coming. Countless 


^ Saturn users have kept the candle burning 
waiting for this epic action/RPG to surface 
(myself included), and now the time is final¬ 
ly upon us. Working Designs have had to over¬ 
come their share of obstacles (such as a two-year 
battle to preserve the original names and a hard- 
drive crash at Sega of Japan that resulted in lost 
files) in bringing us this little slice of heaven, but 


here it is. And although the fat lady is already 


home eating a pepperoni pizza, not only have 
they spared no expense in terms of translation, 
but they’ve gone as far as giving Rayearth the full 
WD packaging treatment as well. It says a lot 
about their commitment to quality. 


by Dave Halverson 
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Rayearth was one of the first-ever top-view 
games to incorporate rendered graphics. 


After four years, you're probably wondering if this 
old-school, hand-drawn, top-view game can hold its 
own in the polygonal world. Well, yes, I believe it can. 
In fact, because it’s been so long since a game like 
this has surfaced, Rayearth actually comes across as 
fresh and new, rather than old and outdated. 
Although the anime-style caricatures of Fuu, Umi, and 
Hikaru are abundantly cute, the game is masterfully 
drawn and colored, and exudes a seldom (if ever) 
seen level of detail. 

Based on the classic anime by Clamp, the story 
begins as the teenage trio (having just met) is abrupt¬ 
ly thrust from earth and deposited into Cefiro, a beau¬ 
tiful land that has been plunged into chaos. Greeted 
by Clef, the girls are told of the legend of the Magic 
Knights - that they are indeed the chosen ones - and 
of how they must unleash the Ancient Machines to 
fulfill the prophecy. After their first brush with disas¬ 
ter, the girls meet up with Precia who, in time, pre¬ 


pares their sacred weapons from the mineral Escudo. 
Once the weapons are crafted, they must be fortified 
through the power of the girls’ minds. The three 
decide the best way of doing this is by helping those 
in need, and so the adventure begins: Zagat sends his 
faithful, one by one, to do-in the Magic Knights as 
they travel the countryside building friendships (and 
thwarting enemies), making their way closer and clos¬ 
er to unraveling his diabolical scheme. 

Playing MKR is a simple yet constantly evolving 
process. With a flick of the right shoulder button, you 
can select any of the three girls any time; hence, this 
is where much of the game’s play mechanics lie. 
Besides jumping and dashing abilities, each Magic 
Knight has specific attributes: Fuu is an archer capa¬ 
ble of healing and organic magic, Hikaru wields a 
sword and can summon fiery spells, and Umi holds a 
sword along with devastating water spells. Using the 
right girl at the right time is key to your survival. As 
you progress in the game, new spells and moves 
constantly emerge, the music is indescribably 
majestic and the puzzles set before you are a joy 
to unravel. 

MKR is a solid mix of action and role playing. 
The action unfurls among vast burghs and com¬ 
plex labyrinths of impeccable detail. Effects 



Look at them ..pathetic, isn't it? 
They're so entranced by my 
dancing, they can't even move! 


[well, the armor is evolutionary. It 
seems to have changed as our 
[power and skill grew... _ 


[Now you will learn that 
unfortunate truth firsthand! Run! 
Run! Run. COWARDS! 
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An overall unforgettable experience for anime and action-role-playing fans everywhere. 
Working Designs are to be commended. 


l=*Cl*Izimi+=1cL m J=r 


such as wind, fog, layers of parallax, and an amazing 
fade effect as you ascend staircases add a magical feel 
to the entire adventure. Coupled with the vibrant col¬ 
oring, smooth animation, and legendary art styling of 
Clamp, MKR stands as one of the finest games of its 
kind. One of many aspects of the design I especially 
appreciate is the fact that the inhabitants and enemies 
throughout are as highly detailed as the Magic Knights 
themselves. This game is simply beautiful to look at 
from beginning to end. 

And now on to the all-important translation. Hard¬ 
core anime fans being nearly impossible to please, WD 
aimed high in the voice-acting department, and as a 
result deliver an excellent dub, along with a very well 
translated script. Compared to standard VHS anime 
dubbing, Rayearth’s voice acting ranks among the 
best. I especially like what they’ve done with Clef, the 
Magic Knights’ guide and closest friend throughout 
the adventure. Also notable is the fact that the speak¬ 
ing parts have been diminished somewhat. The origi¬ 
nal game had a tendency to drag on a bit as the char¬ 
acters rambled during less-than-significant events 
without the option of skipping ahead. WD have pre¬ 
served all of the most pivotal scenes with live voice, 
but lessened the frustration factor by cutting unneed¬ 
ed dialogue and just going with straight text. There are 
also, of course, abundant original anime cut scenes on 
hand, which provide a glimpse of Clamp’s legendary 
style while tying together events beautifully. 

In the end, Rayearth accomplishes three things. At 
once it marks the Saturn’s last significant release, 
stands at the top of its genre providing many hours of 
engulfing if not eloquent gameplay, and provides a 
final glimpse of the way games used to be. I’m just 

glad it made the 
journey, f 


Clamp's fantastic character 
designs are displayed in cine¬ 
mas that link events throughout 
the game . The series , which was 
to air over a year ago, has yet to 
make its U.S. debut. 
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IPs a rarity to battle such wicked creatures 
on Nintendo 64. And, yes, they're as formi¬ 
dable as they look. 


Compelling Gothic ambience in scenes like this are 
the game's driving force. 


Even Jack the Dipper woulil be envious 

B- 
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Coming off the Playstation fully intact. Nightmare Creatures brings an entertaining and 

MUCH-NEEDED GAME OF GRUESOME COM BA T AND ADVENTURE TO N64. 


D ark, bloody, fiercely action oriented, Nightmare 
Creatures is an entertaining journey through and 
below the dank streets and alleyways of 19th-century 
London. The strongest element of the game, the heavy 
atmosphere evokes an inescapable feeling of being 
placed in authentic corners of an antiquated city. Credit 
this great visual sense to the detailed texture art and 
sophisticated level design, which were patterned after 
actual London maps. 

Prowling the thick night air, the creatures in the game 
leap from cemetery stones and boarded-up alleys and 
sewer passages with daunting force. These enormous, 
beautifully modeled monsters attack with such quickness 
and stamina, taking them out can be a maddening task. 
When faced with one of these evil beings manifested out 
of the fears of the people of the city, hand-to-hand combat 
is the primary line of offense for Nadia, the female 
swordsman, or Ignatius, a staff-wielding monk. Using a 
variety of combos and special attacks unique to each 
character, players can gruesomely decapitate and dis¬ 
member their victim one part at a time: individual 
appendages exhibit collision, allowing the creature to 
continue on while a body part is severed. Relentless in 
their pursuit and highly resilient in defense, the formida¬ 
ble monsters demand that the player concentrate on com¬ 
bos and blocking and the careful use of spells and 
weapons for survival. 

Indeed, Nightmare Creatures 64 is a staunch challenge, 
but part of this struggle is inextricably linked to the awk¬ 
ward controls and camera. Attempting to squarely face a 
deftly circling creature takes deliberate hops back and to 
the sides rather than quick turns, leading to bouts of frus¬ 
tration. Occasionally, platforming elements make their 
way into the game, requiring that you once again fight the 
precarious controls and artificial camera tracking to suc¬ 
cessfully cross murky waters. 

Nightmare Creatures 64 sets out to engulf us in a brood¬ 
ing atmosphere and potent confrontations with awesome 
monsters, and to do so as effectively as the original 
PlayStation version. It succeeds on all accounts, but the 
real potential of the game’s appealing theme is waiting to 
be achieved in the forthcoming Nightmare Creatures 2. 
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L ike any good 
sequel, Rally 
Cross 2 builds on 
the foundation laid 
down in the first 
game and intro¬ 
duces a suite of 
enhancements. 

While offering up 
more vehicles and 
courses, an all new 
track editor has also been thrown into the mix. The 
bouncy, low-gravity feel of the original title returns, 
as does the slight annoyance that accompanies this 
particular physics engine. It’s like you’re driving on 
the moon, and something as small as nipping the 
inside of a corner as you dip into it can send your car 
onto its roof. As you learn the courses, however, the 
bouncy physics can become entertaining, though 
they’re far from realistic. 

Rally Cross 2’s high point, in my opinion, is track 
design that is both visually interesting and more 
than a little challenging. You’ll race through diverse 
landscapes depicting castles, rocky southwestern 


quick dash through a hangar. And, in a nice touch, 
your car can pick up dust and dirt as it races through 
some of the more ragged parts of the scenery. 

The bonus-track editor is worthy for its inclusion, 
but it does not allow you to create courses with the 
same level of complexity as the stock ones. Specifi¬ 
cally, there’s no way to create gross up and down 
contouring, and all turns are 90 degree corners, 
which tends to make your tracks a little dull. But I 
suppose that’s a bit like looking a gift horse in the 
mouth. 

With Rally Cross 2, 989 Studios continue to build 
on their reputation of delivering strong titles that fall 
just shy of greatness. Occasionally glitchy graphics, 
a clunky interface, bland tunes and, again, 
intermittently annoying gameplay keep this 
one from greatness. Excellent course 
* design and a strong two-player mode 
(up to four with link) make it 
worth playing. =1= 


terrain, and twisty, snow-cover 

roads. One noteworthy course ' 
..... _ 


has you racing through a 
lovely autumnal brush 
that transitions into a 
cordoned-off airport 
complete with a 
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hogo: Mobile Armor Division is a 
O first in the evolving first-person 
shooting game that matches senseless 
bloodletting with a new and original take 
on the action; in this case, giant anime- 
style mechs stomping through valley 
and neo-city arenas. The intertwined 
storyline segues the almost alternate 
action of giant robots crushing tanks and 
other mechs with numerous futuristic 
weaponry, with a more familiar “on-foot” 
Quake 2-style infiltration of various 
enemy facilities. This is a breath of fresh air in a 
stagnant genre, and provides the PC (and soon the 
Dreamcast) gamer with a dollop of style and A 
content as well as the prerequisites for a game A 
of this nature. AS- 


What prerequisites? Well, violence and a truck- 
load of weapons, for starters. Blood, gore, and fly¬ 
ing body parts explode with an over-exuberance on 
par with House of the Dead. When you’re on foot, 
great gouts of crimson matter shoot from recently 
wounded soldiers, and the subtle art of “gibbing” 
(i.e., fragmenting an enemy target into smaller, 
bloodier chunks of writhing flesh from extremely 


close distances) has been handled 


in a very pro¬ 
fessional fashion. Body portions remain discern- 
able even when scattered over a wide arc. To create 
these effects, though, you’ll need weapons just as 
impressive, and after the usual display of machine 
guns and pistols, you’ll applaud the “rubber ball” 
effects of the Kato weapon... obviously named 
after Chief Inspector Clouseau’s butler. 


developer monolith • publisher monolith • available now 
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Mech warfare, although more enclosed, has even 
more lavish smoke effects as the Lithtech engine kicks 
into overdrive. Massive explosions and the clanking of 
deactivating mechs as you strafe past fortress walls 
and through neon cities has never been more realisti¬ 
cally conveyed in a video game. Again, the weapons 
are first-rate (aside from the dully colored lasers), and 
have you skirting city blocks, launching quad rockets 
and diving back behind cover. At times confusing, but 
often quite entertaining, the storyline (including the 
infiltration of a market, and even a quest for a lost cat) 
weaves the game through to an anticlimactic end. 


than their intelligence. And this brings me to 
the Al, which is usually poor: you’ll regularly 
find horribly deformed “human” polygon mod¬ 
els (another problem) running into walls, while 
actual enemies exhibit none of the intelligence 
of enemies in Half-Life or Unreal. “Stupid but 
accurate” is the best way to describe them, and 
this mars what could have been a real con¬ 
tender for the first-person-shooting crown. 
Still, this is entertaining and a recommended 
purchase. 9 


However, there are problems. First, the mech 
sniper rifle is far too easy to snipe with, and 
enemy intelligence means you’ll be fully visible 
and still able to plug away with bullets while 
the “intelligent” mech stands there and takes 
slugs to the helm. Second, the levels aren’t big 
enough, with “sprawling” cities taking up only 
three or four blocks at a time. There’s no real 
variety of enemies, with only two (!) real foes to 
face in the nonmech combat. Crank up the diffi¬ 
culty setting, and those soldiers become horri¬ 
bly cheap, increasing their hit probability rather 
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A GROUP OF TECHNICAL WIZARDS HAVE CRAFTED A FINE FIRST RELEASE, WITH HUMOR, 

STYLE AND EXCITEMENT, MARRED ONLY BY A LACK OF ENEMIES AND A QUICK COMPLETION. 
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T wisted Metal 3 is worth buying. Yep, that’s the first 
thought that comes to mind. To be honest, I was a lit¬ 
tle worried about the state of this game. Our original pre¬ 
view disc had a really chuggy frame rate, and I had trou¬ 
ble adapting to the “Tru Physics” control and response. 
The next preview disc was twice as fast, fully optimized, 
and very playable. And with this final version, it’s clear 
that 989 Studios have been burning the midnight oil to 
ensure TM^s success. Although considerably removed 
from the previous Twisted Metal games and the Singletrac 
style, TM3 does the series justice. 989 have provided furi¬ 
ous weaponry, huge environments, and hyper-aggressive 
foes, just like fans expect and deserve. 

Twisted Metal 3, like most any vehicular combat game, 
does have its faults - namely, imperfect collision and frus¬ 
trating physics. Just like V8, the collision around objects is 
great. Unfortunately, it’s extremely rough at times around 
the edges of environmental shapes like walls, ridges, and 
various inclines - a problem V8 shares. Combined with the 
active physics model, however, the dodgy collision often 
leads to an annoyingly bouncy flip-over of your vehicle. 
And once you’re flipped over on your roof, your vehicle 
suddenly shrinks and reappears right-side up. It only 
takes a second, but when you start again (from a dead 
stop), you’re bound to receive a few unavoidable projec¬ 
tiles. It happens quite a bit, so it ends up affecting the 
flow of gameplay. Because the handling is extremely 
responsive, sometimes it feels like your car/truck/bike is 
glued to the road, but then you’ll catch a strange bounce 
and a bizarre physics display ensues. Oh well. 

As mentioned, TM^s controls are tight. With the right 
balance of turbo boosts and smart handbraking, you can 


pull off just about any maneuver you attempt. Some 
might say it’s too sensitive, requiring too much correction, 
but once you learn how to compensate effectively, the 
steering response is excellent. 

TM3 has almost everything else going for it. The engine 
runs at a constant 30 fps and the colored lighting is 
impressive, while large playfields refuse to break up. Rob 
Zombie and Pitchshifter provide an intense and suitable 
soundtrack (but how many more games can Pitchshifter 
be in?). The tracks are more contained than TM2, reduced 
to big deathmatch-type 
arenas, but there’s 
usually plenty of stuff 
to interact with, jump 
over, and blow up 
(such as patrolling 
saucers in the Area 51 
stage). Also, the 
combo attacks are a lit¬ 
tle weak, and there 
could be more weapon 
variety. I do love that 
Rain Missile, though. 

There you have it. 

This is the new style of 
Twisted Metal. Fans of 
the series might be in 
shock for a moment, 
but fans of the genre as 
a whole should gener¬ 
ally approve of the 
game right away. 




I POWERFUL. WELL-LIT 30 FPS ETIEinE LOOKS 6000 
I 6000 LEVELS. PLEOTV OF OPPORTUOITV FOR STRRTE6V 


■ 6OTTO LOVE THRT LtOK-UP P70DE.- UP TO V PLOVERS / 

■ ROB ZOmOIES TUBES FIT IB TO THE EHROS PERFEETLV 


Impressive achievement for first-time Twisted Metal developers, TM3 is high- 

quality VEHICULAR COMBAT WITH GREAT REPLAY VALUE. ALMOST AS GOOD AS VIGILANTE 8. 
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APOCALYPSE 

DEVELOPER: NEVERSOFT PUBLISHER: ACTIVISION AVAILABLE: NOW 






In some ways I admire the repair work Neversoft has done here, especially considering the shoddy materials 
Activision supplied to them: fragmented, broken gameplay concepts and tons of pointlessly expensive motion 
capture and CG. After the developmental failure and consequent cancelation of Activision’s first in-house 
Apocalypse effort, they decided to go for a pure shooter instead of virtual-buddy-Bruce-Willis action. As a result, 
we’re playing a rushed, glitchy conglomeration of Neversoft’s modified MDK engine and Activision’s mediocre 
CG and poorly directed motion capture, merged to form a chugging ONE wannabe with intolerably cheesy 
themes and voiceovers. After playing through Apocalypse a couple of times, though, I have to admit it has its 

moments. The final few levels are good and tough, and the last 
boss is intense... at 15 frames per second. Also, the Smash TV- 
type control system is very nice, and Bruce responds instantly to 
commands (whenever the 
screen refresh rate is behav¬ 
ing). Ultimately, it’s very diffi¬ 
cult to accept the whole 
Apocalypse experience 
because it’s so framey, so 
glitchy, and such a blatantly 
inferior ONE rip-off in so 
many different areas. ^ 




BATTLE TANK 

DEVELOPER/PUBUSHER: 3D0 AVAILABLE: NOW 


Tank warfare is serious business. Let’s see: What instantly 
pops into mind as one conjures up the possibilities? Heavy 
metal tanks with turrets spinning, puffing forth concrete-shat¬ 
tering projectiles at a fever pitch, carefully maneuvering your 
vehicle, strafing from view just enough to fry the enemy... 
before he fries you! Well, you can forget all that, folks, because 
in Battletanx the tank you get to control (initially) looks more 
like a Subaru, the turret is welded into place, buildings melt 
rather than explode, and avoiding hits is at times impossible. 
Before I cease grumbling, I also would have liked one or two 
additional camera angles (zoomed farther away), as the two 
provided (one just above the turret and one directly behind the 
tank) lend a cramped feel to the proceedings. Things aren’t all 
bad, though: I do like the story elements (sort of a Mad Max- 
in-a-tank theme) and the multiplayer game is good fun, 
although I buy games primarily for the one-player action. Also, 
between each mission, comic-book-style cinemas play out the 
hero’s (aptly named Griffin) story nicely, making an admirable 
attempt to submerge the player and tie the scenarios together. 


If only the art and storyline were realized better once the 
action commenced, we may have had a great game here. I 
would like to have seen some of the more creative characters 
outside of the vehicles, be it lofting molotov cocktails or sim¬ 
ply to turn into road kill. True, the N64 really needs a good tank 
warfare game, but Battletanx falls short in terms of play 
mechanics, music (high porn), and repetition. When you stack 
it up against the likes of Assault Rigs or even Steel Reign, 
Battletanx misses the mark. If you’re a hard-core multiplayer 
fan, though, you 
may want to 
split the bill four 
ways with some 
pals and blast 
away, f 








































































































































TWISTED EDGE SNOWBOARDING 

DEVELOPER: BOSS/KEMCO PUBLISHER: MIDWAY AVAILABLE: NOW 


lINTENDOr 

4i 





It’s funny: the N64 endured a lengthy drought as far as snowboarding games were 
concerned, then 1080 suddenly came along and pretty much conquered the genre. 1080 
deserves every accolade it has received; its controls are excellent, the tracks are cool, 
and it has an appealing style. And let’s not forgot the Miyamoto touch. 

Now there’s finally competition for 1080... Or is there? Well, Twisted Edge 

Snowboarding is avail¬ 
able right now, but it’s 
not about to rock the 
genre on the N64. This 
Boss Studios/Kemco 
effort is loaded with a 
bunch of really nice 
looking tracks, but it 
unfortunately fails to 
deliver solid, intuitive 
gameplay. This is such 
an important element 
in a snowboarding 
game, but Twisted 
Edge has recklessly 


traded in solid, consistent play mechanics for mundane play modes. In the game, you 
ascend the ranks racing three other CPU competitors through boring tracks. Alternately, 
you may attempt to complete the trick modes, which are based on points and time. 
Standard stuff. Trouble is, the control system is very imprecise and trackside collision is 
ridiculously haphazard. So, even when you set forth with the best of intentions, you’re 
typically rewarded with frustrating play: Touch a competitor in the slightest and you’re 
on your ass before you can say b***s**\ That’s just one annoyance. Stray off the track 
a little (on the other side of barriers) and it’s basically over. You’re stuck, the camera 
freaks out, and before you know it you’re pausing to restart the track. 

O.K., so ideally you’re in the middle of the course, carving between the competition, 
pulling off as many tricks as possible. It’s just not that fun in Twisted Edge. Video game 
snowboarding should be exaggerated, of course, but it’s supposed to convey a sense of 
realism. That’s what gives you the rush, the feeling of peril. In TES the characters look 
twitchy, switching between animations in an unrealistic way, and the grabs and spins 
end up looking wrong. 

As you can tell, I’m not too happy with Twisted Edge Snowboarding. I won’t even talk 
about the music and voices (thank God there’s a kill switch). There are too many faults 
here to ignore. I could see a thoroughly play-tested sequel being much, much improved, 
because the 3D engine is already very impressive. 
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WIPEOUT 64 

DEVELOPER/PUBUSHER: PSYGNOSIS AVAILABLE: NOW 




U.WUiUf'l 

0:T*.» 

—will 11 l 1 TllTiril 1 

cicilS 


O * 

wtt % 


IW TUMSS 

1 0:«H <*■ 

• 0 *B • 

» crni.u 

* iiiiinum 


When I heard that one of my all time favorite PlayStation 
and Saturn racers was headed to the 64, I was quite 
enthused. Unfortunately, however, the best-laid plans have 
again gone awry for the once mighty Psygnosis. Have they not 
seen F-Zero? While the end product for the N64 is indeed a 


fairly entertaining version, exclusive to the system, it doesn’t 
really offer anything beyond the original. In fact, it offers less 
in the l-player game. One of the coolest aspects of the origi¬ 
nal was the alluring character art that went along with the dif¬ 
ferent teams. Not only is there now no in-game art, but in the 
all-important Challenge mode, you cannot select your 
team or car; rather, they are assigned. This is accept¬ 
able through the first five tracks, but in Challenge 6, 
when you’re given a log of a car with muddy steering 
for the tightest track of the lot, frustration ensues. 
Either they’re trying to make the game last longer or 
this is a serious design flaw. Also, while there is no fog 
in the game, the pop-up is highly evident and dead 
ahead at all times. Adding insult to injury, the 4-player 
mode, with its absentee backgrounds, is akin to racing 
on a linguini noodle, and the two-player game isn’t 
much better. On the plus side, the music is excellent 
fora cart muncher, and the feel of the series has been 
successfully conveyed in the l-player game. In the 
end, Wipeout 64 falls short of my high expectations, f 
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The retro gravy train 
continues with this update 
of the 1979 classic 
Asteroids. Yes, you too can 
experience nineteen-year- 
old gameplay on your 
PlayStation. While some 
new elements have been 
added such as power ups, 
a selection of ships to 
choose from, and shiny CG 
scenes, this is basically 
the same old Asteroids. Unlike 
Tempest 2000, probably the 
best update of a classic title, 
the graphics here aren’t as 
hyped-up as they could be 
(though they are kind of cool), 
and the soundtrack just lays 
there, burbling away nonde- 
scriptlyinthe background. The 
two-player mode could have 
saved it, but it’s a boring points 
race with no end. If you really dug Asteroids, though, you might want to rent 
this. There’s just little reason for anyone outside of the Asteroids fanatic to 
warrant a serious look. =g= 
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Navigating 
the three- 
dimensional 
planes in Roll 
Away is one of 
the most stimu¬ 
lating mind 
exercises 
you’re likely to 
engage in while 
playing a video 
game. In its 
setup, Roll 
Away is hugely 
original. 

Navigating elaborate networks of rotating blocks and rectangles fixed in 
a 3D space, you take control of a beach ball that is confined to forward 
motion along any side of the current path. A sharp sense of visual acu¬ 
ity is imperative to keep a proper lock on the perspective of surround¬ 
ing blocks of track, which are often separated and manipulated in such 
a way that requires drops and jumps from one point to the next. The 
confusion you will first experience is intense, but once you begin to 
break the boundaries of thinking two dimensionally, the satisfaction of 
finding the scattered 
keys and locating the 
exit becomes a dri¬ 
ving addiction. 
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I thoroughly 
enjoyed SCARS on 
the PlayStation, so 
when revving up the 
64-bit version, I had 
high hopes for an 
even better ride. 

Sadly, however, 

SCARS on the 64 isn’t 
quite as good. The 
game still ranks 
among the best for 
the system, though, as 
there’s still plenty of room 
for another good 
combat/racer on the N64. 

One of SCARS’ best assets 
is an excellent multiplayer 
mode. Even during 4-play- 
er combat, the action is 
surprisingly fluid. Unlike 
Wipeout 64, the tracks stay 
pretty much intact as do 
the controls. With great track design, increasingly longer laps, hidden 
cars, good tunes, and added depth via an assortment of cups, SCARS 

outshined its competition 
easily on PC and PS, but in the 
N64 ’s case, the obvious com¬ 
parisons are Mario Kart 64 
and DKR - tough acts to fol¬ 
low. SCARS holds its own, 
though, and overall has 
shaped up to be a classy 
vehicular racer across three 
platforms. I think a sequel is 
in order... if they’ll only slow 
down that frickin’ Rhino car. f 
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Great atmosphere, heavy 
action, and superb graphics - 
graft these into the design 
plan of your futuristic space 
shooter, and gamers flock to it. 

Call it Colony Wars, sell vaults 
full of copies. Make a sequel, 
make even more money. If 
Colony Wars Vengeance fails to 
net the same huge success of 
the original, there can be only 
one reason for the falling interest in such a good game: the sequel just isn’t 
that much better. But when you’ve got a good thing, keep it that way. 

Certain things have definitely changed since we embarked on a mission of 
destruction through the beautiful depths of space in the original Colony 
Wars. One hundred years have passed, and we are now fighting for the Navy, 
the side we were sworn to defeat the first time around. But no matter who 
we are fighting for, the prime objective remains unchanged: if the enemy is 
near, target and destroy. There is always the heavily armed fighter to deal 
with, but at times the resistance is in the form of such dangers as floating 
mines, satellites, or radiated cargo, all of which must be diverted from sur¬ 
rounding allies. 

Awash in mammoth polygonal mother ships, detailed and convincing 
space environments, and extravagant effects, Colony Wars Vengeance brings 
the plight of a futuristic war to our screen with absorbing strength. To reach 
the final resolution point of the intense combat, we pass through multiple 
mission points in branching, nonlinear 
paths, the direction dependent on a pre¬ 
vious mission’s success or failure. 
Dissolving the monotony that can some¬ 
times seep into the experience from the 
overly homogenous backdrop of space 
battle and occasionally tedious objec¬ 
tives, land-based missions offer a good 
change of scenery - but certainly not 
pace. Colony Wars Vengeance is unre¬ 
lenting in its intense space combat. 
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Smurfs 
Nightmare is the 
first game I’ve 
played made 
specifically to 
take advantage 
of the new big- 
ger-badder-bet- 
ter GameBoy 
Color, and I must 
say, I am pleas¬ 
antly surprised. 
What’s this I 


see? Line 


scrolling floors and deep parallax 
scrolling? Smurfs looks more like 
a decent Genesis game than a 
GameBoy title. While I have no 
interest whatsoever in Smurf- 
mania, I played on, if only to see 
if the game had legs, and again, 
surprise! Smurfs is designed 
much like those SNES and 


Genesis games of not so long ago. 

Inside each of the Smurfs’ residences, straightforward platforming 

takes center stage, while out¬ 
side, as you meet other 
inhabitants of the village, rac¬ 
ing and other task-based 
games take place amongst 
stunning backgrounds that 
look like the best of the 16-bit 
era. Although aimed directly 
at children, Smurfs is a solid 
game for anyone who can 
look past the kiddy theme. \ 


mm 

eT 


Accolade’s standards are certain- 
^ * ly being raised, but there’s still room 
^ 3 for improvement. With TDOR 2, they 
2 i have annihilated the original game. 

^ S Considering how substandard the 
Et ^ first TDOR was, almost any change 
^ ^ would’ve been for the better. To their 
ku § credit, however, Accolade’s in-house 
^ ^ development team completely over- 

QC gj hauled the game. 

^ First, by using Pitbull Syndicate’s Test Drive 4 engine, they’ve been able to 
Sjj | construct sprawling off-road courses. The desert, jungle, beach, and street 

Eg ^ vistas are streamed off the disc for loads of nonrepeating scenery. At times 

^ this becomes a hindrance (at least to your interest) as the tracks drag on for 
§ what feels like an eternity: Entire sections might consist of drawn-out, slow- 
motion uphill tedium, or pointlessly difficult cavernous areas. Also, Accolade 
are stressing that players memorize the track layouts due to super-specific 
terrain types. This is apparently part of the challenge, but, ultimately, the 
landscapes become frustrating as the concept of racing competitors disap¬ 
pears and a fixation with the ground beneath you ensues. 

Most important, the collision is a tad haphazard, especially around clut¬ 
tered areas of the track (such as the ruins in the desert), and the control is 
constantly in flux as terrain types change. Combined with a noticeable chug 
as multiple vehicles fill the screen, the general feel of the game is undeniably 
stuttered, but it can be fun when played in the hood cam and when you’re all 
alone on the track - which improves the off-road sensation and ensures a 
high frame rate. So if you’re always able 
to play TDOR 2 just this way, you're set! 
Umm... maybe not. The package is round¬ 
ed out by wailing, low-quality guitar licks, 
poorly textured Hummers, F-150S, Rams, 
and jeeps, and clunky selection screens. 
As I said before, this sequel is miles bet¬ 
ter than the original, but the series has a 
long way to go before entering the upper 
echelon of driving games. ^ 
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As technology contin¬ 
ues to advance, video 
games are only going to 
become increasingly more 
like film. Tiny Tank: Up 
Your Arsenal is a fine 
example of film conven¬ 
tions seeping into the 
craft of video game mak¬ 
ing; the game adheres to 
the strict guidelines of 
trite action film produc¬ 
tion. Rule No. 1: When the hero is out to save the world, inane, sarcastic 
one-liners must be present at all times, to the point that they become an 
insult. Rule No. 2: Fill the screen with so much explosive force that there is 
little time to devote attention to anything else. Rule No. 3: When setting is 
in the future, place a handful of really cool mechanical adversaries in the 
way. Rule No. 4: Assure that no moment passes when protagonist is not 
heavily armed. Rule No. 5: Make the backdrops flashy enough and the 
scenes effects-laden enough to ensure that there are adequate diversions 
from the liberal use of banal tasks. Rule No. 6: (a) In movie, if audience’s 
thought process is slowed to absolute zero, hope sales on opening week¬ 
end are enough to carry project, or (b) in game, if the screen itself becomes 
so slowed down that playability of game is sliced in half, also hope sales 
adequately bypass destructive word-of-mouth proclaiming that game too 
often loses our attention. -$> ■- tmmxA --—I 





maneuvers and personas like Super 
Fat, Drunken, and Zombie Wario. 
While WL2 isn’t as technically 
advanced as games being made 
specifically for the new, more power¬ 
ful GB, what it lacks in the effects 
department, it more than makes up 
for in gameplay and character 
design. A must-own game for GBC 
fans everywhere, f 
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Much to my dis¬ 
may, WarioLand 2 
for the GameBoy 
Color is merely a 
colorized version 
of the previously 
released game. So 
on the one hand, if 
you already own it 
there’s not much 
reason to buy the 
color version 
(although it looks 
markedly better). 

On the other hand 
if, you’ve never 
played WL2, you can begin looking 
forward to a hard-core 2D platformer 
that’s both incredibly addicting (the 
game is nearly impossible to put 
down) and better looking than ever. 
It’s those old-school Mario play 
mechanics that draw you in, along 
with a host of new Wario-tastic 
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Yes, you too can experience nineteen-year-old gameplay on your PlayStation. While some new elements have been added such as power ups, a selection of ships 

TO CHOOSE FROM, AND SHINY CG CUT SCENES, THIS IS BASICALLY THE SAME OLD ASTEROIDS. WORTH A RENTAL FOR FANS OF THE CLASSIC VERSION. 


When Activision scrapped their original concept 
for Apocalypse, Neversoft took the game into One 

TERRITORY - FAST, NON-STOP ACTION AND STREAMING 
BACKGROUNDS. IT’S JUST TOO BAD THEY FORGOT TO 
INCLUDE THAT GAME'S TIGHT, BUTTONED-UP GAMEPLAY 
AND COHERENT ACTION. WHILE IT’S TRUE THAT THE BACK¬ 
GROUND GRAPHICS ARE GENERALLY ACCEPTABLE, THE 
GAME SIMPLY DOES NOT FLOW, IF THAT MAKES ANY SENSE. 

Mindless action intentions aside, each level simply 

FEELS POINTLESS. THERE’S JUST NOTHING SATISFYING 
ABOUT THE GAMEPLAY, AND THAT'S ALL AN ACTION TITLE 
CAN REALLY OFFER IN THE END. WHAT'S WORSE, BRUCE’S 
INVOLVEMENT HAS BASICALLY BEEN REDUCED TO A BUNCH 
OF REALLY LAME SCREAMING OF REALLY LAME COMMENTS. 


In essence, this game provides mindless 3D blasting 

ACTION FOR UP TO FOUR PLAYERS. IN THIS RESPECT, BAT- 
TLETANX SUCCEEDS. THE ACTION IS SO BRAINLESS, HOWEV¬ 
ER, THAT I COULD NEVER RECOMMEND IT AS A PURCHASE. 

This is a lazy afternoon rental only, because it 

SHOULDN’T TAKE MUCH MORE THAN AN HOUR FOR YOU TO 
REALIZE THE GLARING LACK OF DEPTH. FOR ONE THING, THE 
TANKS THEMSELVES ARE BEYOND BASIC. THERE’S NO SEPA¬ 
RATE COMMANDS FOR THE TURRET, NO UNIQUE STEERING 
FUNCTIONS (PERHAPS INVOLVING THE TANKS' TREADS), 
AND PAINFULLY LIMITED WEAPONS. WHAT’S WORSE, THE 
GRAPHICS ARE HYPER-FOGGY AND FILTERED, ESPECIALLY IN 
THE MULTIPLAYER MODES. BATTLETANX ISN'T TERRIBLE, 
BUT IT'S UNDENIABLY SUBPAR. 
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This is a ramshackle of rushed game desigh. I personally think that Neversoft is a pretty talented developer. I blame the state of Apocalypse on Activision. They’ve 

SPENT SO MUCH MONEY AND TIME ON THE PROJECT, AND IT’S STILL NOT VERY GOOD. IF IT WAS NeVERSOFT’S BABY FOR A FULL TWO-YEAR CYCLE, PERHAPS WE’D BE PLAYING GREATNESS. 


Apocalypse is one scene of destruction after 

ANOTHER: BULLETS FLY, BODIES BURST, DEBRIS FALLS, 
GLASS SHATTERS, AND BASICALLY WHATEVER CAN 
EXPLODE, DOES. HOW I WOULD LOVE THIS GAME AND 
ALL ITS MINDLESS ACTION IF THE CHAOS AROUND ME 
WERE DISPLAYED WITH SOME SENSE OF STRUCTURE AND 
GRAPHICAL COHESION. WITH A BIT OF SOUND PRO¬ 
GRAMMING TO PULL ALL THE SCATTERED PIECES 
TOGETHER, THE GAME COULD HAVE PROVEN TO JUSTIFY 
THE IMMENSE RESOURCES ACTIVISION ALLOCATED FOR 
THE PROJECT, WHICH HAS BEEN CURSED FROM THE 

start. Sorry, Bruce, but your royalty checks are 

GOING TO BE SLIM WITH THIS ONE. 


Bringing back a game that was released 19 years 

AGO AND OFFERING IT AS MORE OF AN UPDATE THAN A RAD¬ 
ICAL REDESIGNING IS A RISKY MOVE. NOSTALGIA CROSSES 
OVER INTO ANTIQUATED WITH THIS VERSION OF ASTEROIDS 
FOR THE NEW GENERATION OF GAMER. THE GAME IS OSTEN¬ 
SIBLY FOR THOSE WHO WANT TO EXPERIENCE THE CLASSIC 

Asteroids mechanics housed in flashy backdrops of 

SPACE, AND FOR GAMERS NOT EVEN BORN WHEN THE GAME 
WAS FIRST RELEASED, IT CAN SERVE AS AN EXAMPLE OF 
WHAT TECHNOLOGY AFFORDED FOR THE BIRTH OF GAMING. 

Even the title of the game, “Asteroids,” hasn’t been 

ALTERED IN ANY WAY - WHICH IS A GOOD DECISION; TAG¬ 
GING SOMETHING LIKE “2000” ON THE GAME WOULD HAVE 
BEEN MISLEADING. 
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f lN Battletanx, the tank you get to control (initially) looks more like a Subaru, the turret is welded into place, buildings melt rather than explode, and avoiding 

HITS IS AT TIMES IMPOSSIBLE. BUT THE MULTIPLAYER GAME IS GOOD TUN, ALTHOUGH I BUY GAMES PRIMARILY FOR THE ONE-PLAYER ACTION. 


Mike Hobbs: 


With all the evangelizing that Trip Hawkins has 

DONE ABOUT 3D0 AS A SOFTWARE DEVELOPER, ONE 
WOULD THINK THAT SOMETHING AS BLATANTLY SUBPAR 
AS BATTLETANX WOULD HAVE BEEN QUIETLY SWEPT 
UNDER A RUG. I GUESS THE UNDISCRIMINATING N64 
MARKET ALLOWS FOR SUCH MEDIOCRITY TO PASS FOR A 
GAME. IN THIS ONE- TO FOUR-PLAYER TITLE, USERS GET 
THE OPPORTUNITY TO PILOT A TANK THROUGH SOME OF 
THE WORST-LOOKING ENVIRONMENTS YET WITNESSED 

on Nintendo's 64-bit console. Ugly textures, lib¬ 
eral FOGGING, BORING LEVEL LAYOUTS, AND BLINDING 
SMOKE EFFECTS RELEGATE THE VISUAL PRESENTATION 
TO SECOND-RATE AT BEST. THE ONLY BRIGHT SPOTS ARE 
MULTIPLAYER OPTIONS THAT PROVE MARGINALLY FUN. 


H Asteroids is eternally basic. I always preferred 
Sega’s ripoff, Space Fury, and its improved gameplay. 
a Since they’re attempting to pull off an update, this 

GAME SHOULD LOOK AND SOUND SO MUCH BETTER. 


Mike Griffin: O 


IAPPRECIATE THE FUNDAMENTAL, BASIC FUN OF ASTEROIDS, 
AND THAT IS INDEED WHAT THIS UPDATE PROVIDES. It HAS 
NEW POWER-UPS, SUCH AS SHIELDS AND MEGA BOMBS, 
AND THERE’S A COMPETITIVE TWO-PLAYER MODE. RECENT 
CLASSIC UPDATES HAVE GONE MUCH FURTHER BY TAPPING 
INTO THE POWER OF NEW HARDWARE. TEMPEST 2000 AND 

Tempest X epitomize such enhancement, offering 

HIGH-POWERED 3D EFFECTS AND SUPERB MUSIC. EVEN 
ROBOTRON X FELT LIKE A TRUE UPDATE. ASTEROIDS HAS 
RUDIMENTARY POLYGONAL BACKGROUND ELEMENTS (RUN¬ 
NING AT SUBPAR FRAME RATES), HO-HUM TRANSPARENCIES, 
AND BAD MUSIC. ATARI SOLVED THE GAMEPLAY 19 YEARS 
AGO. All this update needed was stylish presentation 
WORTHY OF THE PS. It’S NOT HERE. 


From a dismal, gritty theme to relentless, chaotic 

ACTION, THIS GAME SCREAMS FOR TIGHT PROGRAMMING. 

Don’t worry about that reputation, Bruce. You’ve 

BEEN INVOLVED IN WORSE ENTERTAINMENT THAN THIS. 


Brady riechter: 


: / HAVE NOTHING AGAINST RE-LIVING THE CLASSICS, YET 
RARELY DOES A CLASSIC EXTEND NEARLY TWO DECADES 
INTO THE PAST. 

m Good luck tolerating the laser sound effects. 


Brady riechter: 


5 |c 

Abysmal graphics and music make the boring 

GAMEPLAY SEEM WORSE THAN IT IS. 

M An inexcusable lack of independent turret con¬ 
trol MAKES AVOIDING HITS ALMOST IMPOSSIBLE. 

1 

Mike Hobbs 

_ c J 



Bruce Willis’ involvement basically wasted on wince- 

inducing COMMENTS AND LAME ASIDES. 

Action is haphazard at best, with a supreme lack of 

REFINEMENT HAMPERING POTENTIALLY EXCITING GAMEPLAY. 


Mike Hobbs. 

c J 


■ / UNDERSTAND THAT THIS GAME IS DESIGNED FOR SIMPLE 

fun. Still, more gameplay depth is seriously needed. 

■ The multiplayer mode is nice, but the foggy, filtered 

ENGINE DIES HERE. It’S TOO BAD TO OVERLOOK. 


Mike Briffin: 
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Awash in mammoth polygonal mother ships, detailed and convincing space environments, and extravagant effects, Colony Wars Vengeance brings the plight of a 

FUTURISTIC WAR TO OUR SCREEN WITH ABSORBING STRENGTH. 


Asa fan of the original game, my anticipation was 

HIGH AS THE RELEASE DATE OF THIS TITLE APPROACHED. 

While I found the final product gratifying, I also 

FELT A BIT LETDOWN BY ITS EXPANSION PACK APPEAL. 

The story is still a strong component of the 
game, driving the overall tone with powerful 

CUTSCENES THAT BRANCH DEPENDING ON YOUR PERFOR¬ 
MANCE. Some of the missions, particularly those 

THAT LEAVE THE UNRESTRICTED ARENA OF OUTERSPACE, 
ADD A NEW DIMENSION TO THE GAMEPLAY AND SHOW 
OFF THE 3D ENGINE IN A DIFFERENT, ALBEIT FOGGY, 

light. Still, this game is undeniably in a league by 

ITSELF ON THE PLAYSTATION AND ENDS UP BEING A 
REWARDING EXPERIENCE. 


If you’re a serious fan of the FI sport, FI ’98 is 
DEFINITELY WORTH INVESTIGATING. THE 1998 FI GRAND 
PRIX SERIES AND SEASON IS REPRESENTED IN WHOLE, 
INCLUDING ALL THE FIA SCHEDULING AND DRIVERS. YOU 
CAN ENTER THE GRAND PRIX CHAMPIONSHIP RACE, 
WHICH CAN BE QUITE SATISFYING, AND THE CAR TUNING 
IS (PER USUAL) HYPER-DETAILED AND CUSTOMIZABLE. 

Unfortunately, casual racing-game fans will 

HAVE A SERIOUS PROBLEM WITH THE PATHETIC GRAPH¬ 
ICS ENGINE. IT’S SO WEAK THAT IT DETRACTS FROM THE 
REALISM OF THE PRESENTATION AND WHOLESOMELY 
ANNIHILATES THE GAME’S VALUE AS A SIMULATED VISU¬ 
AL SHOWCASE OF FI RACING. STILL, THE GAMEPLAY IS 
USUALLY SOLID. 
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„ As WITH THE PREVIOUS ENTRIES IN THE SERIES, FORMULA 1 ’98 IS BEST LEFT TO FANS OF THE SPORT (OF WHICH THERE ARE PROBABLY VERY FEW IN THE STATES). FOR THEM, THE STRICT, 
- NO-DRIFTING STYLE OF GAMEPLAY AND REAL-WORLD COURSES AND DRIVERS ARE A TREAT. 


I Same high level of production returns with beau¬ 
tiful CG CUT SCENES AND SLICK-LOOKING ENGINE. 

| It may be more of the same, but the new missions 

ARE WELL DESIGNED AND SATISFYING. 


Mike Hobbs: 


Colony Wars: Vengeance offers up a dearth of 

ENHANCEMENTS OVER ITS PREDECESSOR, SO DON’T 
EXPECT IT TO CONVERT ANYONE WHO FOUND THE ORIGI¬ 
NAL GAME DULL. FOR THE MANY WHO LOVED IT, HOWEV¬ 
ER, Vengeance is a great followup. Set 100 years 

IN THE FUTURE AND PLAYED FROM THE PERSPECTIVE OF 

the Navy, you’ll be treated to more diverse and 

LONGER MISSIONS, FOGGY BUT FUN GROUND-BASED 
LEVELS, AND A WHOLE NEW COMPLEMENT OF SHIPS TO 
COMMAND. A MUCH-NEEDED AFTERBURNER HAS ALSO 
BEEN ADDED TO YOUR IN-FLIGHT CAPABILITIES. THE 
SAME LEVEL OF HIGH QUALITY CG DETAILS THE UNFOLD¬ 
ING STORY WITH IMPRESSIVE RESULTS. 


■ Hard-core Fl fans won’t find a better game on the 
PS... unless they continue playing last year’s. 

■ Despite the depth of the sim mode, it’s very hard to 

FEEL IMMERSED WHEN THE COURSE IS GLITCHING SO MUCH. 


Mike Griffin: 
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RAYEARTH MAY SEEM OLD AND DATED TO SOME, BUT I WELCOMED ITS HAND-DRAWN CHARMS. IT’S BEEN WAY TOO LONG SINCE I’VE PLAYED AN OLD-SCHOOL GAME LIKE THIS. THE 
ENGLISH DUB IS EXCELLENT, IF NOT WORKING DESIGNS’ BEST TO DATE. BEING A FAN OF THE ANIME BY CLAMP, I COULDN’T BE HAPPIER. THE MUSIC IS PURE BLISS AS WELL. 


■ Beautiful and increasingly rare hand-drawn 

GRAPHICS ARE THE BIGGEST DRAW HERE. 

■ Had this game come out two years ago, it might’ve 

SCORED AN A. NOW, IT SEEMS A BIT RUDIMENTARY. 


Mike Hobbs: 


One of the first titles released for the Japanese Sat¬ 
urn, MKR SETA BENCHMARK FOR 2D GRAPHICS THAT WAS 
ONLY ECLIPSED IN THE ACTION/RPG GENRE BY A SMALL 
HANDFUL OF TITLES. AFTER AN INTERMINABLE DELAY, THE 
GAME’S FINALLY HERE IN ENGLISH FORM AND ANYONE WHO 
HASAN INTEREST IN ACTION/RPGS WOULD DO THEMSELVES 
A GOOD SERVICE IN CHECKING IT OUT. WONDERFUL CHARAC¬ 
TER ANIMATION, BEAUTIFUL BACKGROUNDS, GREAT MUSIC, 
AND A REALLY FUN, IF STRAIGHTFORWARD, QUEST AWAIT. 

Only the ho-hum dubbing, long, first-generation 

LOADING TIMES, AND SLIGHT LACK OF SOPHISTICATION 
DETRACT. What a shame that this nice little action 

RPG IS COMING STATESIDE AFTER THE NAILS HAVE ALREADY 
BEEN DRIVEN INTO THE SATURN’S COFFIN. 


I Anime fans, Saturn faithful, and action/RPG 
GAMERS SHOULD PICK THIS ONE UP ASAP. 

Beautiful hand-drawn art, excellent music, decent 
U.S. VOICES, BUT THE GAMEPLAY IS MIRED IN THE PAST. 


Mike Griffin: 


I FELL IN LOVE WITH THE IMPORT MKR TWO YEARS AGO. IT 
WAS EXACTLY THE TYPE OF GAME THAT WAS MAKING THE 
GENRE SUCH A HIT WITH JAPANESE GAMERS. AND THE ART¬ 
WORK... OH GOD, IT WAS (AND STILL IS) ABSOLUTELY GOR¬ 
GEOUS. The great hand-drawn images, colors, and 

ANIMATION ARE SOME OF THE BEST EVER. SADLY, AS I PLAY 
THROUGH MKR NOW I REALIZE HOW CRUDE THE GAMEPLAY 
HAS BECOME. WITH CLASSIC RPGS (LIKE LUNARtSSSj THIS 
doesn’t really matter. Battle systems haven’t 

CHANGED MUCH, AND WITH GLORIOUSLY RETOUCHED AES¬ 
THETICS, THEY’RE STILL VERY APPEALING. MKR, ON THE 
OTHER HAND, IS A COMPARATIVELY SIMPLE GAME IN THIS 
DAY AND AGE. THE GRAPHICS HAVE SURVIVED BUT ITS RUDI¬ 
MENTARY PLAY-MECHANICS ARE MOSTLY OUTDATED. 


| The GAMEPLAY DOES THE FORMULA 1 SPORT JUSTICE... 
g ...AND THEN THE SLOPPY GRAPHICS PULL THE RUG RIGHT 
OUT FROM UNDER YOU WHILE TRYING TO ENJOY WHAT 
THE GAME HAS TO OFFER. 


Brady Fiechter; 


When it comes to depth and realism, it takes a lot 
OF SCRUTINY TO FIND FAULT WITH FORMULA 1 ’98. A 
WEALTH OF AUTHENTIC TRACKS, DRIVERS, AND OPTIONS 
TO MANIPULATE THE CARS LEADS THE CHARGE OF 
DETAILS WILLING TO CARRY THE GAME TO GREATNESS. 

Underpinning the many extras is great gameplay, 

UNFORGIVING IN ITS REALISM AND STRINGENT PHYSICS. 

But with shoddy visuals that undermine the play¬ 
er’s ABILITY TO COMPLETELY APPRECIATE ALL THE 
DEPTH THE GAME HOLDS, EVEN THOSE WHO HAVE 
ENJOYED THE SERIES UP TO THIS POINT WILL FIND IT DIF¬ 
FICULT TO JUSTIFY ANOTHER Fl PURCHASE. AND FOR 
THOSE CASUAL RACING FANS STEEPED IN THE WAYS OF 
ARCADE GAMEPLAY - DON’T EVEN THINK ABOUT IT. 


I While similar to the original in many ways, CWV is 

A DEFINITE IMPROVEMENT OVERALL. 

Feels too much like an expansion pack at times. Is 

THAT GOOD OR BAD? 


£3ave nees: 
















































































■ The exaggerated off-road physics take getting 

USED TO, BUT I LOVE IT. 

■ A RURAL AIRPORT SETTING IS A STANDOUT IN A LINE OF 
EXCELLENT LEVEL ARCHITECTURES. 


One of my favorite racing games of the year, 
Rally Cross 2 draws its success from diverse, 

CREATIVE COURSES, EXCELLENT GRAPHICS AND SOUND, 
AND STEEP CHALLENGE. LIKE THE ORIGINAL, THE FEEL OF 
THE CARS IS A BIT AWKWARD, TAKING THE PHYSICS OF 
OFF-ROAD RACING IN A MORE EXAGGERATED DIRECTION 
- DEFINITELY AN ACQUIRED TASTE. WHILE NOT AS FRUS¬ 
TRATING AS THE FIRST GAME, KEEPING THE CAR UPRIGHT 
CAN STILL PROVE A FORMIDABLE TASK AND THE WINDING 
COURSES CAN LIMIT YOUR VIEW, BUT FOR ITS UNIQUE 
AND SKILLFUL PRESENTATION ALL AROUND, RALLY 

Cross 2 delivers an excellent and unique racing 

EXPERIENCE. 
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Nightmare Creatures 64 sets out to engulf us in a brooding atmosphere and potent confrontations with awesome monsters, and to do so as effectively as the 
original PlayStation version. It succeeds on all accounts. 
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I Surprisingly good textures and lack of blurring 

HIGHLIGHT THIS PS TO N64 CONVERSION. 

I Fast-action, third-person titles aren’t exactly a 

DIME A DOZEN ON N64. 


Mike Hobbs: 


As PlayStation to N64 conversions go, Nightmare 
Creatures holds up pretty well. Considering the 

DIFFICULT TREK FROM CD TO CARTRIDGE, VERY LITTLE 
HAS BEEN LOST HERE. THE TEXTURES LOOK GOOD AND 
THE SOUND AND MUSIC ARE OF ACCEPTABLE QUALITY. 
AS FOR THE GAME ITSELF, IT'S IDENTICAL TO THE PS 
VERSION, MEANING YOU'LL FIND THE SAME, SATISFYING, 
COMBO HEAVY HACK AND SLASH ACTION AND MOODY 

TONE. The flip side of this is that you'll also find 

THE SAME ANNOYANCES THAT ACCOMPANIED THE PS 
VERSION-NAMELY A TWITCHY CAMERA AND SOMETIMES 
FRUSTRATING CONTROL. OBVIOUSLY, THERE'S NOTHING 
HERE FOR OWNERS OF THE ORIGINAL, BUT N64 USERS 
WILL FIND A DECENT ACTION GAME. 


■ Wow! Kalisto did it! This is virtually the same game 

AS THE PS VERSION, WITH BETTER CONTROLS. 

■ The game itself (on any format) isn’t polished 

ENOUGH FOR MY LIKING. THE GAMEPLAY IS PRETTY LIMITED. 


Mike Griffin: 


In Nightmare Creatures the well-designed beasts 

TAKE CENTER STAGE. COMBINED WITH ATMOSPHERIC, FEAR- 
INDUCING ENVIRONMENTS, NC CAN BE HIGHLY INVOLVING 
WHEN YOU FIRST EXPERIENCE THE GAME. EVEN THOUGH I'M 
A HUGE FAN OF DARK AND MOODY SETTINGS, I'M A BIGGER 
FAN OF ORIGINAL, QUALITY GAMEPLAY. NC HAS SOME CON¬ 
TROL ISSUES (WHICH HAVE BEEN REMEDIED SLIGHTLY IN 
THIS VERSION), BUT MOST IMPORTANTLY, IT'S PLAGUED BY 
MUNDANE GAMEPLAY LIMITATIONS. LET’S JUST SAY THE 
DISMEMBERMENT COMBOS GET OLD QUICKLY BECAUSE 

there's not much creativity involved. Regardless, 

SLAUGHTERING WICKED HELL-SPAWNED ABOMINATIONS 
CAN BE FUN, AND IT GETS NICE AND GRIM SOMETIMES. THIS 
IS CERTAINLY ONE OF THE BEST N64 GAMES THIS SEASON. 
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- With Rally Cross 2, 989 Studios continues to build on their reputation of delivering strong titles that just fall shy of greatness. Excellent course design and a 

STRONG TWO PLAYER MODE (UP TO FOUR WITH LINK) MAKE IT WORTH PLAYING. 


Strong track design for the most part, which is 

BASICALLY A SHOWCASE FOR THE COMPETENT ENGINE. 

Sometimes this complex physics model is a little 

AGGRAVATING. THE CARS BOUNCE AROUND LIKE BALLOONS! 


Mike Griffin: 


I PRAISE 989'S GOOD TRACK DESIGN BUT I STILL CAN'T 
DEAL WITH THE HYPERACTIVE PHYSICS. I WAS SURE THE 
BALLOONISH, BOUNCY PHYSICS MODEL OF THE FIRST 
GAME WOULD GO AWAY, BUT IT'S ONLY RETURNED WITH 
A VENGEANCE. IT REALLY BUGS ME BECAUSE IT'S JUST 
NOT REALISTIC - IT'S BEYOND REAL LIFE. THE BEHAVIOR 
OF THE VEHICLES IS SOMETIMES JUST BIZARRE. BUT 
WHEN EVERYTHING'S GOING ACCORDING TO PLAN, IT'S 
EASY TO HAVE A GOOD TIME WITH RC 2. THE CARS AND 
TRUCKS OFFER AN INTERESTING DESIGN AND THERE ARE 
QUITE A FEW TRACKS. I ALSO LIKE THE TRACK EDITOR 
AND THE FACT THAT YOU CAN RACE YOUR DESIGNS SPLIT¬ 
SCREEN. 
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Navigating the three-dimensional planes in Roll away is one of the most stimulating mind exercises you’re likely to engage in while playing a video game. Huge¬ 
ly ORIGINAL AND INSIDIOUSLY ADDICTING, THE GAME ENTERTAINS ON A RARE LEVEL. 


I Satisfies the visual and aural sense with clean, 
60fps graphics and appealing music. 

I UNIQUE play style encourages three-dimensional 

THINKING; THAT HAS TO BE GOOD FOR SOMETHING. 


Mike Hobbs: 


Unlike any puzzle game you've played before, Roll 
Away from Psygnosis and developers Game 
Design Sweden casts you as a rubber ball, and 

JUDGING BY THE REACTION OF FELLOW EDITORS, THE 
IDEA OF CONTROLLING A RUBBER BALL WILL BE NONE 
TOO APPEALING TO MOST. SETTING BALL PREJUDICE 
ASIDE, A VERY ADDICTIVE AND UNIQUE PUZZLE EXPERI¬ 
ENCE IS TO BE HAD HERE. INDEED, THE GAME FORCES 
YOU TO THINK IN NEW AND VERY THREE-DIMENSIONAL 

ways. Whether this will appeal to the average 

ACTION GAMER IS BEYOND MY REALM OF EXPERTISE, 
BUT PUZZLE FANS WILL GET AN EXCELLENT WORKOUT 

with Roll Away. 


I The puzzle concept in Roll Away is strictly love-it- 

OR-HATE-IT STUFF. PERSONALLY, I THINK IT WORKS. 

| The 60 fps graphics are simple but very appealing, 

AND THE LEVEL DESIGN IS INTELLIGENT AND PROGRESSIVE. 


Mike Griffin: 


Psygnosis' Roll Away really stands out from the 

MASS OF PUZZLE CLONES. YOUR ICON (FOR INDEED, PUZZLE 
GAMES ARE RARELY CHARACTER-DRIVEN) IS A BEACH BALL. 

Your goal is to collect the key for each level in 

ORDER TO ADVANCE. ALONG THE WAY THERE ARE COINS TO 
COLLECT FOR POINTS AND EXTRA LIVES. THE REAL FUN 
INVOLVES THE UNIQUE CONSTRUCTION OF EACH LEVEL AND 
THE GRAVITY-DEFYING MEASURES YOU'LL BE TAKING TO 
NAVIGATE THE FLOATING STRIPS. ALSO, THE GAME MOVES 
ALONG AT A BLAZING 60 FPS, WHICH IS REALLY SOOTHING TO 
WATCH OVER THE COURSE OF SEVERAL HOURS. NOT SINCE 
I.Q. HAS A 3D PUZZLE GAME BEEN SO ATTRACTIVE AND 
REFRESHING. It'S HARMLESS, SUNDAY-AFTERNOON PUZ¬ 
ZLING action. Great to play between serious games. 
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Air COMRADES SHOULD HAVE PLAYED ON. SMURFS NIGHTMARE GROWS MUCH MORE COMPLEX AS THE CAME PROGRESSES, BECOMING MUCH RICHER IN DIVERSITY AND PLAY MECHAN¬ 
ICS. The graphics continue to amaze throughout, as this is technically the most advanced GB title ever made. The music is pretty hurtin’, though. 


■ A LARGE ARRAY OF SUPERB COLORS AND BACKGROUNDS 
MAKE THIS VISUALLY APPEALING, ESPECIALLY FOR GB. 

A LACK OF CHECK POINTS, MUSIC, AND THE SHEER REPE¬ 
TITION OF THE GAME CAUSED A LOSS OF INTEREST. 


Fin gel a Harrod: 


This was the first Gameboy Color game I played 

AND WAS PLEASANTLY SURPRISED BY THE NEW ARRAY 
OF COLORS AND CLARITY IN SMURFS NIGHTMARE. It’S 
YOUR STANDARD PLATFORM FARE OF JUMP, COLLECT AND 
FIND, AND THAT IN ITSELF IS ENJOYABLE. THE LEVELS ARE 
A DECENT LENGTH, WITH ONE ANNOYING POINT: THERE 
ARE NO CHECK POINTS. LOSE ALL YOUR HEARTS (WHICH 
YOU WILL A FEW TIMES), THEN YOU HAVE TO START AT 
THE BEGINNING OF THE LEVEL, MAKING THINGS PRETTY 

REPETITIOUS. This aside, it’s an average to decent 

ROMP FOR PLATFORM FANS. BUT BEWARE, THE MUSIC 
MIGHT DRIVE YOU CRAZY.' 


I Smurfs features some really top-notch graphics 

LATER ON IN THE GAME. 

Gameplay can become repetitious and the lack of 

RESTART POINTS CAN BE FRUSTRATING. 


Bryn Williams: 


I HAVE NEVER BEEN A BIG FAN OF THE SMURFS... THEY 
ALWAYS SCARED ME AS A CHILD (SO DID THAT EVIL BALDY 
BLOKE), BUT I MUST CONFESS THAT THIS PARTICULAR 
GBC TITLE HAS SOME APPEAL. WHILE NOT BEING THE 
MOST COMPLEX OF PLATFORMERS (MOVES ARE 
EXTREMELY SIMPLE), IT DOES DEMONSTRATE SOME 
TRULY GORGEOUS MULTILEVEL PARALLAX SCROLLING, AS 
WELL AS VIBRANT, CRISP ANIMATIONS AND GRAPHICS. IT 
IS DEFINITELY A WORTHY ADDITION TO YOUR COLLEC¬ 
TION, IF PLATFORMING IS WHAT YOU ENJOY THE MOST 

(otherwise go for Wario!;. Ultimately, Smurfs 
Nightmare is best suited to the younger GBC 

AUDIENCE, AND PERSONALLY, I'LL GO WITH THE ANTI- 

Mario evil moustachioed guy every time. 
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Whether you’re a fan ofanime or the simple pleasures of Quake 2 bloodletting, Shogo offers a stylish take on the first-person shooting genre with impressive 

VISUALS AND EFFECTS, EXCELLENT SOUND AND AN EXCITING ONE-PLAYER GAME. HOWEVER, A LACK OF ENEMIES AND SOME STRANGE-LOOKING CHARACTER MODELS SPOIL THE FUN. 


I An encouraging sign of what the Lithtech engine is 

CAPABLE OF. 

Shogo takes a blow for its lack of replay value 

AND MECH ELEMENTS. 


£Jave Rees; 


Initially, I was very impressed with Shogo. The 

ANIME THEME AND COMBINATION OF MECH COMBAT GIVE 
THE GAME A SWEEPING AURA THAT DOES WELL NEXT TO 
OTHER FPS TITLES. ADDITIONALLY, IT WAS GREAT TO 
FINALLY SEE THE LlTHTECH ENGINE MAKE ITS DEBUT IN A 
FINISHED PRODUCT. PARTICLE EFFECTS, GREAT EXPLO¬ 
SIONS, TEXTURES, AND AN ATMOSPHERE TEEMING WITH 
AMBIENCE ALL COME TOGETHER WELL, PRODUCING A 
HIGHLY SUSPENSEFUL EXPERIENCE AT TIMES. BUT WHY 
AM I NOT STILL PLAYING IT? THE GAME JUST DOESN’T HAVE 
THE SAME LONG-TERM APPEAL AS I HAD HOPED. PERHAPS 
THE MECH THEME, WHICH I DON’T FIND VERY APPEALING IN 
THE FIRST PLACE, RUINED IT FOR ME. MONOLITH’S NEXT 

title. Blood 2, is more in line with my desires. 


The guns sound and feel great, the enemies die 

EXTREMELY WELL, AND THE ENGINE WAS NICE... 
...BUT 1 DIDN’T CARE FOR ANYTHING ELSE THIS TITLE 
OFFERED. 


By an L nek har t: 


In a perfect world, first-person shooters would 

BE RATED ON NOTHING MORE THAN HOW THEIR 
WEAPONS SOUND AND FEEL. UNFORTUNATELY FOR 

Monolith, in this cold, hard, real world we all 

LIVE IN, THINGS LIKE Al, THEME, CONTROL, LENGTH OF 
PLAY, AND OTHER ISSUES SOMETIMES COME INTO PLAY. 
A PART OF ME TRULY ENJOYS SHOGO, MAINLY BECAUSE 
THE GAME MAKES IT REALLY, REALLY FUN TO SHOOT 
THINGS. The GUNS HAVE THIS MEATY SOUND AND... 
WELL, IT’S JUST FUN, DAMMIT. IF YOU DON’T CARE TOO 
MUCH ABOUT SUBSTANCE IN YOUR SHOOTERS, YOU 
MIGHT HAVE A BLAST WITH SHOGO. FOR THE REST OF US, 
SAVE YOUR MONEY AND WAIT FOR SlN AND HALF-LIFE... 


■ Impressive courses and funky car design provide 

A GOOD SCI-FI ALTERNATIVE TO MARIO KARTARD DlDDY. 

Slightly sluggish control renders the game ulti¬ 
mately LESS SATISFYING THAN THE COMPETITION. 


Mike Hobbs: 


UbiSoft have quickly gained a reputation for 
MAKING GOOD-LOOKING GAMES, AND SCARS FOR THE 
N64 CONTINUES THIS ENVIABLE TRACK RECORD. THIS 
FUNKY COMBAT RACER SERVES UP ANIMAL-LIKE CARS 
AND A GOOD SELECTION OF ON-TRACK WEAPONS WITH 
WHICH TO SLOW DOWN YOUR COMPETITION. I PARTICU¬ 
LARLY LIKE A TICKING TIME BOMB PICK-UP WHICH CAN 
BE TOSSED AROUND LIKE A HOT POTATO AS IT COUNTS 
DOWN TO EXPLOSION. HOWEVER, THERE IS SOMETHING 
LACKING IN THE RACING ASPECT OF SCARS. THE GAME 
IS VERY WEAPONS-INTENSIVE BY NATURE, BUT THE CARS 
ALL FEEL A LITTLE CUMBERSOME WHEN NEGOTIATING 
THE COURSES. STILL, THERE’S NO DENYING THE FUN OF 
THE VERY PLAYABLE SPLITSCREEN MODES. 
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I THOROUGHLY ENJOYED SCARS ON THE PLAYSTATION, AND SO REVVING UP THE 64-BIT VERSION I HAD HIGH HOPES FOR AN EVEN BETTER RIDE. SADLY, HOWEVER, SCARS ON THE N64 
ISN’T QUITE AS GOOD. THE GAME STILL RANKS AMONG THE BEST FOR THE SYSTEM, THOUGH, AS THE VEHICULAR RACING/COMBAT FIELD ISN’T EXACTLY OVERFLOWING ON THE N64. 


COLORFUL, BLITHE STYLE AND EMPHASIS ON COMBAT 
EXACTLY WHAT I DIG FOR A RACER - A NATURAL N64 TITLE 
SCARS IS MORE FOR THE CASUAL RACING FAN OR GAMER 
WHO NORMALLY DOESN’T CARE FOR THE GENRE. 


Brady needier 


Rich, vibrant colors, great variety and design in 

THE TRACKS, AND AN OVERALL APPEALING STYLE TO THE 
CARS AND SCENERY PUNCTUATE THE SURPRISINGLY 
ENTERTAINING SCARS, A CARTOON-TINGED RACING/ 
COMBAT GAME SET TO OCCUPY SOME EMPTY SPACE ON 

N64. The kind of game that grows better with 
EACH NEW TRACK, SCAR S’ APPEAL CULMINATES IN HEAD- 
TO-HEAD competition. It’s no Diddy Kong or Mar- 
IOKART - THE OBVIOUS COMPARISONS - BUT WHEN YOU 
ARE LOOKING FOR MORE OF WHAT THESE TITLES 
OFFERED, SCARS SLIDES IN FOR A TEMPORARY BUT SAT¬ 
ISFYING SUBSTITUTE. 





































































































Oave Halverson 


Mike Hobbs: 


iJave Rees; 


Mike Hobbs: 


S Although fair, save some anti-aliasing problems, 
THE GRAPHICS ARE NOT ON PAR WITH 1080’S. 

■ Be THAT AS IT MAY, THE AERIALS ARE EASY TO PULL OFF 
AND THE MUSIC IS VERY GOOD. 


Dave Halverson: 


PlayStation 
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With good lighting effects, clean environments, big explosions and impressive mechanical adversaries, Tiny Tank wants to impress us with its looks, the game 

TREADS LIBERALLY IN TYPICAL YET SOLID ACTION-BASED MISSIONS, BUT WHEN ANY MOMENTUM BEGINS TO BUILD, THE STRUGGLING FRAME RATE BRINGS THE GAME TO A HALT. 


An Attractive engine marred by serious chugging 

WHEN MORE THAN A FEW ENEMIES ARE ON SCREEN. 

| Gameplay IS FUN, DESPITE THE BEST EFFORTS OF THE 
SLOW ENGINE TO RUIN YOUR GOOD TIME. 


■ A CHARMING GAME THAT USES CLEVER VOICE-OVERS AND 
A HUMOROUS SOUNDTRACK TO SPICE UP THE ACTION. 

H The engine tends to have a nervous breakdown 

WHEN IT CANNOT HANDLE THE ACTION. 


If they let you test drive Test Drive Off Road 2, they 

PROBABLY WOULDN’T SELL VERY MANY. THIS TIME AROUND, 
AS THE MUSIC DRONES ON AND GRATES YOUR SENSES, YOU 
TRAVERSE VARIABLE TERRAIN VIA THE DUAL SHOCK AMONG 
DIVERSE LOCALES WITH A FAIR SHARE OF SEAM SPLITTING 
AND RATHER UNEVENTFUL (BUT LONG!) COURSE DESIGN - 
COMPLETE WITH SPORADICALLY SPRINKLED PYGMY 
SHRUBS AND IFFY COLLISION. SERIOUSLY, WITH OFF-ROAD 
GAMES LIKE RC2 AND SCARS AROUND, WHY ANYONE 
WOULD INVEST IN THIS SLEEP-INDUCING RACER IS BEYOND 
ME. In A CATEGORY ALREADY BRIMMING WITH POSSIBILI¬ 
TIES, I CAN SEE NO REASON TO WEATHER THE MUNDANE 
HUMS OF YET ANOTHER QUIVER OF TRUCKS I’D NEVER DRIVE 
IN THE FIRST PLACE. 
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Serious competition for 1080? Nah. Twisted Edge Snowboarding is a twisted little product packed with tracks, tricks and a whole lotta’frustration. What ever 

HAPPENED TO COMPETENT PLAY TESTING? AND WHEN ARE DEVELOPERS GOING TO REALIZE THAT SNOWBOARDING GAMES ARE ALL ABOUT INTUITIVE, TOTALLY ACCESSIBLE CONTROLS? 


PlayStation 


B One of the most popular genres on the PS does 

NOT NEED ANOTHER MEDIOCRE (AT BEST) RACER. 

B The game is pretty ugly and the music will make 
your dog scratch through the door. 


Boss STUDIO’S MUCH-ANTICIPATED SNOWBOARDING 
GAME NEEDED TO DO ONE VERY IMPORTANT THING: BE 
BETTER THAN 1080. AND WHILE TWISTED EDGE ISN’T 
EXACTLY WHAT I’D CALL A BAD GAME, IT DOES FALL 
SHORT OF THE BENCHMARK IN SOME KEY AREAS: MOST 
NOTABLY, GRAPHICS AND PSYCHICS, TWO VERY IMPOR¬ 
TANT ELEMENTS IN A SNOWBOARDING TILE. I LIKE THE 
MUSIC, WIDE TRACKS, ART STYLE, AND SIMPLIFIED TRICK 
SCHEME; IT ALL JUST NEEDED TO BE PRESENTED IN A 
BETTER-LOOKING AND -PLAYING PACKAGE. IF YOU’RE A 
DIE-HARD BOARDER AND CAN’T GET ENOUGH, BY ALL 
MEANS, PICK IT UP. THERE’S SOME GOOD FUN TO BE 
HAD, BUT IF YOU’RE LOOKING FOR THE NEXT BENCHMARK 
AFTER 1080, KEEP LOOKING. 


There’s no denying the uniqueness of this little 

ACTION GAME. As A WISE-CRACKING, ONE-TANK DEMOLI¬ 
TION team, Tiny Tank trundles through some neat¬ 
looking LEVELS DESTROYING EVERYTHING IN SIGHT. 
It’s a generally good looking game, with its only 

REAL FAULT BEING A SEVERE FRAME RATE PROBLEM 
WHEN THE ACTION HEATS UP. TlNY TANK ALSO SPORTS A 
WRY SENSE OF HUMOR THROUGHOUT, ESPECIALLY DUR¬ 
ING MOCK RADIO BROADCASTS THAT YOU’LL HEAR DUR¬ 
ING THE GAME. UNFORTUNATELY, AS WITH MOST CHAR¬ 
ACTERS WHO CRACK WISE DURING PLAY, TlNY TANK 
REPEATS PHRASES ALL TOO OFTEN AND YOU END UP JUST 
TURNING HIM DOWN. STILL, THIS IS A GOOD-LOOKING 
ACTION EFFORT FROM APPALOOSA. 


IT IS HARD TO AVOID THE CHARM THArTlNY TANK EXUDES. 

His strokes of witticism and attitude alone add an 

ENDEARING DIMENSION TO A GAMING EXPERIENCE THAT 
WOULD OTHERWISE BE AN AVERAGE 3D SHOOTER. 
Unfortunately, the reason for this mediocrity is 
SIMPLY BECAUSE OF ITS 3D ENGINE. I HATE TO SOUND 
SUPERFICIAL, BECAUSE THE LEVEL DESIGN AND OVERALL 
GAMEPLAY ARE EXEMPLARY AND WITH A GREAT ENGINE 
THIS GAME WOULD BE A KEEPER, BUT WHEN THINGS 
REALLY HEAT UP, THE FRAME RATE DIVES, THE POLYGONAL 
SEAMS BURST, AND THE POLYGONS HEAD FOR THE NEAR¬ 
EST exit. Still, the game remains an appealing addi¬ 
tion to the PlayStation’s abundant library and it 

WILL SURELY FIND AN AUDIENCE. 


When a product as superior as Nintendo’s 1080 

ALREADY EXISTS, A GAME LIKE TWISTED EDGE HAS LIT¬ 
TLE CHANCE OF GETTING GAMERS’ATTENTION. BUT EVEN 
IN THE ABSENCE OF SUCH A QUALITY TITLE, I DOUBT ANY¬ 
ONE WOULD REALLY ENJOY THIS. THE CONTROL IS SUB- 
PAR, THE COURSES DULL, AND THE GRAPHICS, SAVE FOR 
A NICE ICE EFFECT, GIVE LITTLE OF THE ALL-IMPORTANT 
SENSATION OF BLASTING DOWN A SNOW-COVERED 

mountain. Pulling off tricks also lacks the sat¬ 
isfaction of Nintendo’s title. That makes four 
strikes. It’s tough competing with a gaming pow¬ 
erhouse like Nintendo, but there’s simply noth¬ 
ing HERE TO RECOMMEND TWISTED EDGE OVER 1080. 
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■ Inferior to Nintendo’s 1080 in virtually every 

CATEGORY. WHAT ELSE IS THERE TO SAY? 

' ■ Only those desperate for new boarding thrills 

SHOULD MAYBE BOTHER WITH A RENTAL. 


Racing around in a bunch of real-world trucks 

JUST ISN’T THAT COOL. 

• ■ Long courses probably look good on paper, but in 

REALITY PROVE TO BE A BORE. 


Mike Hobbs: 


There’s something vaguely lame about Test Drive 
Off Road 2. I think it has to do with the lameness 

OF RACING AROUND A TRACK IN A PICK-UP TRUCK. SURE, 
THERE ARE OTHER, MORE INTERESTING VEHICLES TO BE 
HAD, BUT IT’S MOSTLY JUST REGULAR TRUCKS, AND RAC¬ 
ING TRUCKS IS SIMPLY NOT VERY APPEALING. THERE 

isn’t enough fantasy there. But I could get over 

THIS IF THE GAME WAS REALLY FUN; ALAS, IT’S NOT. THE 
CONTROL IS DECENT ENOUGH, BUT THE REAL PROBLEM 
LIES IN THE COURSE DESIGN. AS THE TRACKS STREAM 
OFF THE CD, THEY CAN BE VERY LONG - TOO LONG, IN 
FACT. A TYPICAL COURSE LASTS ABOUT SIX MINUTES. 

You’re bored after about three. 













































































■ All-new engine renders some impressive environ¬ 
ments AND EFFECTS. 

■ Faces stiff competition from newcomer Vigilante 8, 

BUT KEEPS THE TACKY TWISTED METAL CHARM. 


g A SURPRISING EFFORT BY 989, ESPECIALLY IN THE 

absence of Single Trac. 

I It doesn’t beat Vigilante 8, but will still please 

FANS OF THE SERIES. 


I’ve never been a huge fan of car combat games, 
BUT I HAVE TO ADMIT THAT TWISTED METAL 3 IS FUN. 
While Vigilante 8 really raised the bar in this 
CATEGORY, TM3 SERVES UP ITS PARTICULAR STYLE OF 
ACTION WITH NO APOLOGIES AND HOLDS ITS OWN QUITE 
WELL, NEW PHYSICS ENGINE AND ALL. THE CARNAGE IS 
NON-STOP AND THE LARGE ENVIRONMENTS ARE 
IMPRESSIVE. I’M NOT CRAZY, HOWEVER, ABOUT THE 

very American characters in all their hard-edged 
“zaniness,” but this tacky style has served this 

SERIES WELL AND SHOULD PLEASE FANS OF THE PREVI¬ 
OUS outings. Still, the Twisted Metal series is 

GETTING A LITTLE LONG IN THE TOOTH, AND IT REALLY 
NEEDS TO PROGRESS. 


WHY AM I SURPRISED THAT TWISTED METAL 3 TURNED 
OUT TO BE A DECENT GAME? IS IT BECAUSE I DO NOT ENJOY 
DRIVING A VEHICLE THAT WOULD MAKE 007’S MASTER OF 
CONTRAPTIONS, Q, JEALOUS? NOPE. IS IT BECAUSE I HATE 
CRUISING ACROSS OUTRAGEOUS ARENAS DESTROYING 
ANYTHING THAT GETS IN MY WAY? NOT REALLY. IS IT 
BECAUSE I TYPICALLY DON’T LIKE THIS GENRE? NEGATIVE. 
989 TOOK THE REIGNS FROM SINGLE TRAC, BUILT A NEW 
ENGINE, MAINTAINED THE SAME ATTITUDE, ADDED AN 
AWESOME LINK MODE, AND ENDED UP WITH A PRODUCT 
THAT BEATS ROGUE TRIP HANDS DOWN. WHILE I STILL 
VOTE V8 AS THE BEST COMBAT RACING GAME OF THE YEAR, 
WITH ITS UNDENIABLE POPULARITY, TWISTED METAL 3 IS 
LIKELY TO TAILGATE THE COMPETITION UNTIL THE END. 
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Much to my dismay, WarioLand 2 for the GameBoy Color is merely a colorized version of the previously released game. So on the one hand, if you already own it, 
there’s not much reason to buy the color version (although it looks markedly better). On the other, if IT’S new to you, you’re in for hours of great fun, in color! 


\(MEM 


B A little bit of classic Nintendo platforming magic, 

NOW IN COLOR! 

I A MAJOR CHALLENGE LIES IN COLLECTING ALL THE TREA¬ 
SURE AND ALL THE PUZZLE PIECES. BETTER! 


■ A CLASSIC COLOR RENDITION OF A GAMEBOY CLASSIC, 
WITH A DEEP VARIETY OF GAMEPLAY. 

■ Excellent extra features such as mini games, the 

VARIOUS FACETS OF WARIO HIMSELF AND HIDDEN REWARDS. 


The Anti-Mario is back and this time he’s in color. 
I’m still getting over just how incredible the 
Color GameBoy hardware really is, and Wari¬ 
oLand 2 IS THE PERFECT GAME TO CONVERT FROM HUM¬ 
DRUM GRAYSCALE TO VIBRANT COLOR. THE GAME IS 
SURPRISINGLY DEEP AND IN ORDER TO COLLECT ALL OF 
THE TREASURES AND PUZZLE-PIECES, IT WILL TAKE COM¬ 
PETENT GAMERS A GOOD FEW EVENINGS OF SOLID PLAY. 
WARIO CHARGES, STOMPS, JUMPS, GETS DRUNK, 
SQUASHED AND EVEN TURNED INTO AN ICE BLOCK! THIS 
ALL ADDS UP TO LEGENDARY NINTENDO PLATFORMING 

action. Get a GameBoy Color and get WarioLand 2 
(even if you have already played it!). 


WarioLand 2 was released a while ago for the 
regular GameBoy, but it is so much better in 

COLOR. GAMEPLAY MAY SEEM A BIT SIMPLE AT FIRST: 
COLLECT THE COINS, FALL DOWN, COLLECT SOME MORE. 
BUT THERE’S A LOT MORE TO IT THAN THAT. THERE ARE 
ALSO MINI GAMES, GOALS TO REACH, AND REWARDS FOR 
YOUR SUCCESS. AND IT’S GOOD TO SEE WARIO’S TRANS¬ 
FORMATIONS ARE STILL IN THERE, ESPECIALLY MY 
FAVORITE: DRUNKEN WARIO. ANOTHER GREAT THING IS 
THAT YOU CAN’T DIE. YOU JUST SIMPLY START A BIT FAR¬ 
THER BACK, WHICH LESSENS THE FRUSTRATION WITH¬ 
OUT MAKING THINGS TOO EASY. THIS IS GREAT GAME¬ 
BOY STUFF... NOT QUITE MARIOLAND, BUT DEFINITELY 
WORTH A PLAY. 
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While the end product for the n6A is indeed a fairly entertaining version exclusive to the system, it doesn’t really offer anything beyond the original. In fact, it 

OFFERS LESS IN THE ONE-PLAYER GAME. IN THE END, WIPEOUT 64 FALLS SHORT OF MY HIGH EXPECTATIONS. 


counter point 


Mike Hobbs: 


Bryn Williams: 


nr 
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Afv With so much riding on the big Twisted Metal sequel, 989 takes over and pulls out a winner. And although they’ve taken the series into a new realm of style and 

13 

GAMEPLAY, THE THOUSANDS OF TM2 FANS OUT THERE SHOULD FEEL OBLIGED TO PICK THIS ONE UP. HOT GRAPHICS, GOOD CONTROL, AND JUICY MULTIPLAYER MODES ABOUND. 



| N64 OWNERS CAN GET A TASTE OF PSYGNOSIS'AWESOME, 
SPEEDY SERIES... 

...BUT THIS VERSION PALES IN COMPARISON TO THE PS 
ORIGINALS, EVEN WITH FOUR-PLAYER SPLITSCREEN IN TOW. 


Mike Hobbs: 


It was with some excitement that Psygnosis 

ANNOUNCED THAT THEY WERE BRINGING ONE OF THEIR 
BEST SERIES TO THE N64. WlPEOUT WAS GOING 64 BIT, 
AND IN THE PROCESS WOULD BE PICKING UP A FOUR- 
PLAYER MODE AND FEATURE ALL NEW TRACKS. THE SAD 
REALITY, HOWEVER, IS THAT THE FOUR-PLAYER MODE 
BORDERS ON UNPLAYABLE AND THE NEW COURSES 
DON’T HOLD A CANDLE TO THOSE IN THE ORIGINAL WlPE¬ 
OUT or XL. Concerning the four-player mode, the 
TRACKSIDE GRAPHICS ARE GONE, WHICH IS UNDER¬ 
STANDABLE, BUT THE SEVERE DRAW-IN MAKES THE 
EXPERIENCE FAR MORE FRUSTRATING THAN FUN. STICK 
WITH F-ZERO X OR BUY A PLAYSTATION. 



Brady Riechier: B- 


Iuestion: Can an entirely new team of program- 

1ERS TAKE THE INCOMPARABLE WlPEOUT SERIES TO 

he Nintendo 64 and continue with the incredible 

PEEDS, DRIVING BEATS, AND BLISTERING VISUALS? 
’HE ANSWER FOR FANS OF THE SERIES: DON’T COUNT ON 

t. And for anyone who has never been exposed to 

VHAT IS ONE OF THE FINEST RACING SERIES TO DATE, 
• ELAX: YOU’RE ABOUT TO EXPERIENCE A TASTE OF Wl PE- 
>UT FOR THE FIRST TIME - NOW ONLY WITH LESS SATIS- 
YING PHYSICS, LEANER MUSIC AND AMBIENCE, AND A 
)ROP IN OVERALL PRECISION. 


JUST HOW MUCH MORE SPEED CAN A WIPEOUT GAME - OR 
ANY RACING GAME FOR THAT MATTER - POSSIBLY ACHIEVE? 
THE RAZOR-SHARP EDGE OF THE WIPEOUT SERIES HAS BEEN 
DULLED A BIT. 


J 

























































































Presenting the Ultimate and only Official Guide to the video gaming 
event of the year! Beware of incomplete imitations! 



“[a] terrific... and rather thorough 
Metal Gear Solid strategy guide 
[with] clever reading and helpful 
data. This book has it air 

-i Gaming Age 

“...by far the best strategy guide 
out there.” 


“An awesome gam 
awesome guide... 


Sample our special Metal Gear Solid 
handbook at www.gamersrepublic.com/mgs 


“About ten Metal Gear Solid-related books 
(guidebooks and more] have been published and 
sold in Japan. However, there is not a single one 
that matches the excellence of the guidebook by 
Millennium. Namely, the taste (artistic sense] 
oozing from all pages is superb. This is the kind of 
book we have been waiting for!" 

“Each page is elaborately and finely laid out. The 
level of completion as a guidebook is extremely 
high. It even incorporates the essence and setting 
details of Alaska. Its composition as pure reading 
material is wonderful. And most important of all, it 
is visually very well polished and sophisticated, 
leaving us in the development team awestricken." 

“As for screenshots, we can tell that the editors 
made sure they got what they really wanted to 
show. I could feel the deep love of the editors for 
Metal Gear Solid. Even the forklift and gun cam¬ 
eras in the game are given extensive explanations 
This is what a true guidebook should really do - 
effectively supplement the game to follow up on 
details that could not be done in the game itself.” 

“Above all things, I am extremely touched that 
this game called Metal Gear Solid, created by a 
group of Japanese people, is very sincerely dealt 
with as a piece of art.” 

“I would like to express my utmost gratitude to 
the staff who have put together this wonderful 
guidebook.” 

“Thank you very much.” 

Hideo Kojima 

Creator and Director of Metal Gear Solid 
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SOLID 


THE Offf_ V CHIDE TO EEHTUHE- 

A PREFACE WRITTEN BY HI DEO KOJIMA, CREATOR OF METAL GEAR SOLID! 
EXTENSIVE BACKGROUND NOTES! UNBEATABLE VR TRAINING TIMES! 

TRAINING SECTIONS COVERING BASIC GAME CONTROL AND MARKSMANSHIP! 
PROFILES FOR ALL CHARACTERS , ENEMIES AND BOSSES! 

EXTENSIVE WEAPONS TESTING OF ALL AVAILABLE ORDINANCE! 

FULLY COMPREHENSIVE LEVEL WALKTHROUGHS WITH OFFICIAL FULL COLOR MAPS , 
ITEMS AND ENEMY TAKEDOWN TACTICS! 

A SPECIAL “SEALED " SECTION WITH FINAL BOSS STRATEGIES, ALL SECRETS, CODES 
AND ENDINGS! 

HIDDEN CAMERA PHOTOS! WE SHOW YOU HOW TO TAKE PICTURES... FARTHER! 

TOO IAIOOT MOHEP 

INTERVIEWS WITH SEVEN MEMBERS OF THE METAL GEAR SOLID DEVELOPMENT 
TEAM, INCLUDING HIDEO KOJIMA, CREATOR OF METAL GEAR SOLID! 

MASSES OF OFFICIAL ARTWORK! 

COMPARISONS BETWEEN THE JAPANESE AND AMERICAN GAMES! 

A COMPLETE HISTORY OF THE METAL GEAR GAMES! 


THOUSANDS OF HIGH-RES SCREENSHOTS OF THE HIGHEST QUALITY! 

FULL COLOR, 170+ PAGES BIG, AND PRINTED ON GLOSSY, QUALITY PAPER! 

THE ONLY GUIDE AUTHORIZED AND APPROVED BY KONAMI! 

THE ONLY GUIDE BASED ON THE FINAL AMERICAN VERSION OF THE GAME! 

SOLID, RELIABLE AND 100% ACCURATE! 

WARNING! SOME GUIDES MAY CLAIM TO BE “PERFECT, ” BUT ONLY ONE FEATURES ALL 
SECRETS AND A COMPUTE WALKTHROUGH TO THE AMERICAN VERSION OF THE GAME! 
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ON SALE NOW! 

AVAILABLE WHERE ALL GOOD 
BOOKS ARE SOLO. 

MILLENNIUM BOOKS - CREATING 
ONLY OFFICIAL STRATEGY GUIDES 
WITH THE EMPHASIS FIRMLY ON 
QUALITY, INTEGRITY AN0 
SATISFACTION. 
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O ne cannot help but imag¬ 
ine what it would be like 
if a modern PC game properly 
emulated the intense chal¬ 
lenge of tackling Mother 
Nature’s most severe slopes 
with a pair of freshly waxed 
skis. The potential for a fierce 
gaming experience here is 
innately high, and consider¬ 
ing the incredible strides that 
PC developers have made 
this year in 3D technology, we 
should expect dramatically 
better results. 

That is why Sierra Sports’ 
Skiing '99 is an utter disap¬ 
pointment. Whether running 
with 3D acceleration or in 
software, the 3D engine and 
lack of polish in the game is 
currently well below today’s 
standards. Skiing ’ 99 stars 
Picabo Street, a ’98 Olympic 


9 89 Studios like to boast 
that NCAA GameBreaker 
'99 is the best-playing col¬ 
lege football game available 
on any system. They’re right. 
Leading the charge of its 
immense appeal, the sophis¬ 
tication and depth of game- 
play present in GameBreaker 
1 99 makes taking control of 
your favorite team the ulti¬ 
mate in the armchair-quarter¬ 
back experience. The game 
knows the finer mechanics 
that go into each and every 
play - offense and defense - 
and offers them to us for 
smooth, satisfying interac¬ 
tion. To ensure authenticity 
and the distinctive flavor of 
college football, GB ’99 aug¬ 
ments the gameplay with 
uncompromising attention to 
the finer points of the sport, 
offering loads of features for 
even greater depth: choose 
from every Division 1 team 
and its respective stadium; 
flip through exhaustive play- 
books; compete for the 


Gold Medalist, and features a 
robust lineup of resorts from 
across the globe that should 
please any skiing fanatic. The 
diverse selection of runs 
serves as an excellent play¬ 
ground for all sorts of maneu¬ 
vers, from daffys to spread 
eagles. But, unfortunately, 
the poor 3D engine fails mis¬ 
erably in supporting the 
game's feature set, making 
this one to avoid at all costs, 
jeez, just go skiing. @ 


Heisman and make recruits; 
and listen to the preeminent 
Keith jackson entertainingly 
call the game. 

For all its triumphs, GB ’99 
easily breaks free from other 
college football games with 
the driving force of its excel¬ 
lent player models. Detailed, 
fast, and full of animations, 
the players cement the game 
as the benchmark for this 
year’s college football titles. ’ > 


developer/publlsher: 989 studies 


developer: dpnamlx publisher: sierra 


F ollowing the worldwide success of World Cup ’98 earlier 
this year, EA have prepared FIFA ’99 for mass consumption, 
instead of a limited amount of top-class world teams, however, 
FIFA ’99 offers over 240 of Europe’s finest footy clubs as well as 
19 well-known stadiums. The first reviewable FIFA ’99 to hit GR 
is the N64 version. 

World Cup ’98 was fairly impressive on the system, providing 
vast stadium graphics, admirable frame rates, and excellent 
sound. With FIFA '99, though, EA may be stretching the system 
to its technical limits. Tiny additions such as minor light sourc¬ 
ing and different-sized players may be responsible for the 
game’s chugging frame rate, or it may be the dimensions of the 
stadiums. Either way, there are moments where half-a-dozen 
frames drop out of sight, and it’s not pleasant viewing for the 
gamer. Ah... but it would be too easy to judge FIFA '99 based 
on these minor graphic deficiencies. 

Ultimately, the detailed play mechanics and frenetic action 


keep this title alive - especially when played in multiplayer. 
The control is quite good once you adjust to the effect of 
frame-rate lag, and the variety of player moves (including skill¬ 
ful dribbling plays) and loads of motion-captured animations 
give one a sense of the “real thing.” Bottom line: Master the 
controls and there’s a good soccer game to play here. An exten¬ 
sive League or Cup tournament can be a satisfying experience 
alone or with friends. 

But, for casual soccer fans, I can’t recommend FIFA ’99 over 
World Cup ’99, as the changes/enhancements are less than 
significant. On the other hand, hard-core fans of the European 
football scene (in possession of an N64) should take a serious 
look at FIFA '99. If you have all platforms at your disposal, hang 
on for the PS and PC reviews. These versions tend to be supe¬ 
rior, and, respectively, they offer 8- and 20-player simultane¬ 
ous gaming. 


MasterCard 


developerlpubllsher: electroalc arts 

























QUARTERBACK 


□□ 


developer: iguana publisher: acclaim 


F orget that Brett Favre is pasted on the front of the box. The sales of NFL 
Quarterback Club ’99 will be driven by the outstanding graphics that depict 
the players with a level of realism that dares any other sports game to match. 
When the players converge onto the field for the first time, their thick, detailed, 
high-resolution figures running through an equally impressive stadium immedi¬ 
ately feed the desire to uncover everything the game has to offer - which turns 
out to be a disappointment in the midst of the fantastic graphics. 

Part of the gameplay problems existing jn Quarterback Club '99 stem from the 
ambitious character animations. Drop a beautiful pass just out of reach of a div¬ 
ing defender, tip the receiver back on one foot, and watch him barely extend 
towards the ball while meeting with the ground - one of many great sequences, 
yet the wealth of animations too often interfere with the flow and speed of the 
play. It always looks good, but there is never the satisfying sense of seamless, 
smooth execution found in today’s best-playing football games. 

As good as the game looks, there are times when a play unfolds stiffly and 
mechanically: Hit a running back, and he may stay locked in an awkward anima¬ 
tion. There is very little sense of collision involved in any tackle, which, in what is 
one of the game’s most detrimental flaws, creates a pervasive sense of detach¬ 
ment from the action on the field. With the kinetic energy of football taking a 
back seat to outstanding aesthetics (made even better with the RAM extension 
pack) the wow factor just isn’t enough to enthusiastically pull us through an 
entire season. 


^ 11/ e ll, the NBA Jam of old is no more. This time 

W around, Acclaim have opted to go the profes- 
j ™ sional b-ball route by emphasizing realistic NBA 

rules, 5-on-5 gameplay, and strict mechanics. And 
^ although they have thankfully included a jam mode 

L that eliminates fouls and piles on the mega-dunks, 

lr^ + \ t the fact is, NBA Jam 99 is out to compete with the big 

7 * ^ , boys of the genre this time. 

\ With this in mind, I suppose it’s only fair to judge 

^ jl S J NBA Jam 99 as a real sim, in which case it doesn’t do 

a bad job at all. The players have been realistically 
rendered and the high-res stadium engine looks very good. Also, the control is mostly pre¬ 
cise. The now-standard pass calling system is in full effect, and they’ve included an alley- 
oop set-up option for show-stopping dunks. Also, the collision is nice and tight in and 
around the players and basket. 

I have a few complaints, however. The CPU Al in jam mode is seriously cheap. Sure, it’s 
understood that this is NBA Jam's balls-out play mode, but with 5 on 5 in 3D, it somehow 
feels terribly unfair at times. Regardless, NBA fans will enjoy the four-player game, yz 
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October was a slow month for import releases, but, as you'll see in our Tokyo Game Show coverage, that's about to change. 
Next month we'll be bringing you a healthy dose of new PlayStation games, along with our first hands-on Dreamcast coverage! 


WORLD REPUBLIC REVIEW • developer/ publisher CAPCOM 


MARVEL SUPER HEROES vs. STREET FIGHTER 


jB, 





Even though Sega’s uber-popular 
comical icon went the way of the Sat¬ 
urn a few weeks ago (see story on 
page 9), his commercials live forever 
in this “tribute” game. That is, of 
course, if you can sit through the 
mini-challenges to unlock them. Yes! 
You too can test your coordination by 
kicking trash into its rightful contain¬ 
er. Want to be Santa Sanshiro and 
deliver presents to all the little kids? 
Now’s your chance! My god, are these 
games lame! In any case, if you enjoy 
the character and can get the game 
for free... A If not... F ^ 




Astounding 2D Combat For Probably The Last Time... 

ven though most people consider the Saturn to 
be dead, Capcom have proved that the system 
still has an enormous amount of energy left to per¬ 
form 2D titles. MSH vs. SF is probably the second- 
best-looking game ever to be released for the sys¬ 
tem (Radiant Silvergun being my favorite, graphi¬ 
cally). It is an incredible sight to behold when the 
game begins, as all of the backdrops, character ani¬ 
mations and sounds are identical to those of the original arcade version. 2D has never 
looked this good before, and thankfully, due to the use of the 4 Meg RAM pack, you 
don’t have to worry about sluggish load times. Gameplay is similar to X-Men vs. SF, 
and with 18 characters (and even some hidden fighters), the tag-team fighting has 
reached a frenetic all-time high. Crushing supers and combos (aerial and ground) are 
commonplace and responsive controls are the order of the day. Whilst not being radi¬ 
cally different to previous 
Capcom fighters, it still 
holds a unique charm and 
nothing comes close to the feeling 
of satisfaction as you slap down one 
of your close, big-mouthed friends. As a 
final salute to the Saturn, I recommend 
that you pick up MSH vs. SF and enjoy 
the pinnacle of 2D excellence while 
waiting for the 



Dreamcast to emerge. 
Stunning. 


WORLD REPUBLIC SAYS "The finest rendition yet of an arcade fighter on the Sat¬ 
urn. You need your brains removed if you don't get this title. Excelsior!!" B + 


WORLD REPUBLIC REVIEW* developer/publisher AXE LA 


GUYBRAVE2 


4 - 



It'll take a Brave Guy to play this one all the way through. 

I was honestly expecting Guybrave 2 to be a harm¬ 
less little mech action game with RPG elements, 
and it almost is. Using one of four mechs, you navi¬ 
gate corridor-like levels, blasting loads of robotic 
drones. In between these levels, there are voice-dri¬ 
ven cut scenes involving each of the mech pilots. In 
hyper anime-esque fashion, the main character hits 
on the cute chick, she screams in protest, the 
brutish big guy has hidden confidence issues, and the solemn, super-cool guy slips and allows his emo¬ 
tions to show every now and then. Yawn. We’ve seen it a hundred times before, and as always, I can han¬ 
dle it again. What I can’t handle (and the reason why Guybrave 2 isn’t “harmless”), however, is the ter¬ 
rible 3D engine and astoundingly dull levels. It’s unbelievable how crap the graphics are. The pop-up is 
so close, the textures are trash, and the effects are a joke. This is an embarrassment to first generation 
PS stuff. The levels are awful; too crude for words, too boring to care about. There’s a bunch of weapon 

upgrades to slap onto the 
mechs, but I dare anyone to 
last more than 4 hours pow- 
ering-up through the worth¬ 
less levels. It’s too bad. The 
mech design and accompa¬ 
nying artwork is very cool. 


(A) Awesome in-game anime! 

(B) In game shots. The 3D 
engine is weak, no? (C) And 



WORLD REPUBLIC SAYS: It's funny. I'd rather play a subpar import game than a sub- 
par U.S. game. This one, however, is low. Two CDs worth of voice and budget graphics. C- 


don’t forget the gratuitous 
render (far left). 


Marvel Super Heroes vs. Street Fighter © 1998 Capcom. Guybrave 2 © 1998 Axela. Segata Sanshiro © 1998 Sega. 
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WORLD REPUBLIC REVIEW • developer/publisher SME 

GANGWAY MONSTERS 


4 . 





PLAYSTATION REVIEW 


Monstrous battles are sure to happen in this latest offering from Sony! 

H ot on the heels of the current Pocket Monster “collect-and-battle”-style video 
games comes Gangway Monsters from Sony Music of Japan. The idea of the game 
is to collect up to 60 different monsters and battle them in circular arenas against other 
players. You can select up to three different monsters per battle, and by par¬ 
ticipating in real-time 3D battles, you are able to defeat 
and collect others. The main difference between Gang¬ 
way Monsters and the other critter battlers is that your 
creatures get to ride on a special disc vehicle called a 
Begoma. These machines hover above the ground and 
have spinning blades, allowing you to pursue and collide 
with the enemies, in turn building up your power meter, 
which enables you to attack. The Begomas consist of an 
engine, a gyro, and rotating ring, all of which can be upgrad¬ 
ed with prize money, making the vehicles much more effec¬ 
tive in combat. Sounds simple? Well, the controls take a 
while to come to grips with, but pretty soon you will be 
speeding around the arenas wasting the baddies! Later in 
the game, your guys will develop magic attacks, enabling 
huge damage to be inflicted. There are many different 
tournaments to be entered (via a world map) and many 
different prizes to win. You can even spend some of 
your hard-earned cash at the casino, with the vain 
hope of swelling your bank balance on the roll of a 
dice! Compared to Pokemon, GM is definitely differ¬ 
ent, and just as much fun in its own right, but it will 
certainly receive some stiff competition if Sony 
decide to release it in the U.S. Try it and you may find 
yourself addicted to those little mutated critters. H 


BEATMANIA 


Tweakin’ the major vinyl and tearin’ 
up ’da wax with techno overlords Jam 
Master 73, DJ Battle and The Dust 
Fathers (!) is only a small fraction of 
the fun you can have with Beat 
Mania , as our resident Mixmaster 
Keith Willia demonstrates (below), 
using Ascii’s very own turntable con¬ 
troller. If you have $110 to burn and 
enjoy hitting one of five large piano- 
style buttons to the increasingly diffi¬ 
cult tunes of Japanese-influenced 
dance musak while blocky visuals 
flash by, this could be for you! Parap- 
pa and Bust a Groove folks need 
apply, especially since the MGS 
theme is even in there! Great two- 
player fun! B 


WORLD REPUBLIC SAYS PlayStation owners can now join in on the fun of capturing monsters, battling with friends, and 
generally having a good time. These little guys are really cool, so check it out if this is your kinda gig. C + 


Hudson serve up a winner with their first tennis game for the languishing import N64. 


It’s been a long time since I’ve played a tennis game, let alone a good one. In fact, aside from the first couple of 
PS offerings, the most fun I’ve had playing video tennis was way back on the N ES with a little game aptly named... 

Tennis. It is from that games mold that Hudson’s Let’s Smash is derived. So 
imagine, if you will, the extreme playability of an old-school sprite-based 
sports game with polygonal graphics and extremely accurate control. In 
other words, if you’re in the market for a good game of tennis with excel¬ 
lent multiplayer capabilities and plenty of bells and whistles, look no fur¬ 
ther. Short of a license, there’s little to complain about among the clay, 
grass, street, and hard courts of Let’s Smash. The game includes a create 
player mode and several types of play including singles, doubles, tourna¬ 
ment, and practice. The control is intuitive, the animation and frame rates 
are smooth, and there are plenty of cameras to choose from in fine-tuning 
your game. The distinctly Japanese character design is welcome, too. I’ll be 
surprised if someone doesn’t pick Let’s Smash up, tweak the look of the 
players to mimic the likes of Sampras, Hingis, the Williams sisters and the 
rest of today’s elite, and have at a little free reign, as there are almost no 
tennis games out to speak of and not a single one on the N64. f 


In the mood for an intense, old- 
school overhead shooter that’s really 
short and has simple but appealing 
graphics? If so, Psikyo has a game for 
you. Strikers 1945 II puts you in an 
alternate universe 1945 where you 
get to pilot several circa-WWII pro¬ 
peller craft and take down wave after 
wave of flying foes and giant mechs. 
Offering both full screen sideways 
play and shrunken, vertical scroll 
modes, Strikers is for anyone with a 
penchant for straightforward, arcade- 
style overhead shooters. Just don’t 
expect much depth. C+ 


WORLD RXP .0013.137. 676*89 048.43 

PLAYSTATION REVIEW 


WORLD REPUBLIC REVIEW • developer/publisher HUDSON 


WORLD REPUBLIC SAYS "The first Tennis game for the 64 was a long 
time coming, but it's great fun!" B+ 


Gangway Monsters © 1998 SME. Let’s Smash 


1998 Hudson. Beatmania © 1998 Konami. Strikers 1945 'IT'© 1998 Psi ky o. 
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When Camelot Software Planning said they would be producing three entire 
Shining Force games in one year, I couldn’t believe it. As we now know, they’ve 
done it. 

What’s most important, however, is the concept behind the Shining Force 3 
Trilogy: Total Synchronicity. With SF3, Camelot provided gamers with a grand 
storyline. As opposed to experiencing this plotline from the typical, linear 
point of view, it was decided that three unique perspectives were required to 
effectively convey the depth of the story. As a result, three characters from 
three unique social classes would star in the epic. With each disc, the same 
story would be chronicled, yet an entirely new dimension could be revealed 
through the eyes of another main character. Camelot’s breakthrough concept 
wasn’t limited to a mere cast change, though. As players made their way 
through each Scenario quest, every decision and subtle alteration to the world 
and its characters would be retained in the save file. Carrying the “Complete” 
save file from one Scenario disc to the next would change the events of the 
quest, because all actions were essentially occurring at the same time, in the 
same world. Synchronicity is the ultimate incentive for strategy RPG players. 

Shining Force 3 Trilogy has been an incredible event. All three discs will eas¬ 
ily make my top ten of the year. I 
recently spoke with SF3’s produc¬ 
er, director, and lead program¬ 
mer. They were so happy to hear 
about Scenario i’s success in the 
U.S. and the overwhelming inter¬ 
est in Scenario 2 & 3 .In 
response, they have each written 
a personal letter to all the faithful 
Shining Force fans in this country. 

And now I pass on their heartfelt 
comments to you. 


HIROYUKI TAKAHASHI 


SHUGO TAKAHASHI 


kM 


the creators of SHINING FORCE III: the trilogy 


CAMELOT 


I am Hiroyuki Takahashi and I’m responsible for the game 
design and story, as producer. I’m glad that you are interested in 
Shining Force 3. We devoted ourselves to compiling the entire 
Shining series into the Shining Force 3 Trilogy, so that nothing 
would be regretted later. As a game designer, I knew I was in for 
a difficult task from the start, and I wasn’t able to rest easy and 
relax until I had finished writing the scenarios. 

In most games, people can guess what the ending will be like 
while playing, and that reduces the interest in the storyline or the 
game itself. My task was to create a fascinating and engaging 
story that would draw the player’s attention and maintain excite¬ 
ment until the end of the game. As you know, Shining Force 3 is 
a trilogy. If the player knows everything there is to know at the 
end of Scenario 1, he or she isn’t going to play the sequel, right? 
Hence the reason behind the Synchronicity system: we wanted 
players to truly feel the possibility of RPGs. Recent RPGs are 
based on the same story scheme, and they seem to be created 
for players to look at CG movies. There are no longer Japanese 
RPGs that deliver players the concept of “riddle solving.” I don’t 
want to play games just to find an experience based on a scene 
from the CG. The best aspect in RPGs is that players can create 
their own destiny, and we wished to evoke this sensation by play¬ 
ing only the game itself. 

Shining Force 3 is a game that Camelot 
created for those who really love games. I 
am very grateful for your understanding. 

As long as players like you exist we will 
continue to challenge ourselves to create 
fun games. 


We thank all those who love the Shining 
series. 


Hiroyuki Takahashi 
Producer, Camelot 


WORLD REPUBLIC INTERVIEW 


Shining Force 3 is a game we’ve created with all-out effort 
and we’re confident that it is the culminating compilation of the 
’Force series. Within a year and a half, we had to finish creating 
the game as a trilogy, which was thought to be impossible in 
the beginning. However, our attachment to the series and our 
passion for great games made the creation possible. If players 
feel the passion we poured into the game as they play it, we’ll 
be grateful. Aside from numerous characters, systems, and 
battles that make the game more exciting, it is also the first 
game to adopt the Synchronicity system, which causes differ¬ 
ent effects depending on the way you play the game. 

Alas, it is so very regrettable that the game is available as a 
trilogy only in Japan. And although the Saturn is not doing well 
overseas, I am surprised and happy to hear that we have 
enthusiasts for our games. We will keep creating games that 
make players happy (as well as our developers!) so please look 
forward to our future titles, and thank you for your support. 


Shugo Takahashi 
Director, Camelot 










































YASUHIRO TAGUCHI 

While creating Shining Force 3, we, the programmers, 
have paid very close attention to the following matters: 

(1) Comfortable gameplay environments without making 
players feel that they are using a CD-ROM; 

(2) Strengthening the polygon performance that is said to 
be weaker than the other console systems; 

(3) Frequent utilization of the DSP chip, a function that 
comes with the Saturn but is rarely used. 

Regarding (1): Those who played the game should already 
understand. By using the CD buffer memory efficiently, play¬ 
ers can access and move to different scenes as fast as ROM 
cartridge games provide. There is no noticeable delay when 
a player moves from the field to battle scenes and vice versa. 

Regarding (2): We used Power Animation from Alias Wave- 
front as a design tool, and by devising our own animation 
tool we made it possible to have smooth, natural movement 
on the Saturn. The images are rich. We succeeded in dis¬ 
playing a fully polygonal field map. Usually for field maps, 
specific sizes of blocks constitute the image. In this game, 
we were able to place any polygonal shape wherever we 
wanted them to be in the environment. That’s why all the 
maps are complex yet natural looking. 

Regarding (3): By assigning the texture calculations to the 
DSP, we were able to recreate magic effects realistically. 
Also, by implementing this system to the field map, manifes¬ 
tations of lighting and water reflections (which are weak 
points of the Saturn) can be achieved. 

There is one more important element in Shining Force 3: 
The game has great dramatic presentation. Not only does it 
present effects in battle, but it also uses dynamic, precise 
camera movement. And it’s all displayed using real-time 
polygons. People who are accustomed to seeing CG might be 
pleasantly surprised by this. These good things are made 
possible thanks to our programmers. 

Speaking of which, we have already started working on 
our next upcoming title. Unfortunately, I cannot disclose 
anything regarding this game, but we’re planning to include 
something that will definitely surprise players. Please look 
forward to it. 

Yasuhiro Taguchi 
Programmer ; Camelot 


We extend both thanks and congratulations to all at Camelot Software Planning. The Shining Force 3 Trilogy is a magnificent 
achievement, and judging by their comments, it’s obvious that the game’s creators have a true passion for their work. Now let’s 
all cross our fingers and repeat “Shining Force Dreamcast” over and over again. -Mike Griffin 


Shining Force 3 all images © 1998 Camelot!Sega. 
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TOWVO 


ground zero lapan 

mal-iunari messa convention center 

Held in the same location as the Spring Tokyo Game Show , we traveled to 
the Makuhari Messa Convention Center in Makuhari, Japan, for this year's 
Fall Tokyo Game Show. For three days, October 9-11, we waded through over 
90 exhibitors, crossed three convention halls, and braved the over 150,000 
in attendance - and came back with the goods. The next four pages combine 
the best non-Dreamcast games the show had to offer... Have fun! 


. . 


L.oa-iMnr*T 





Unlike the last time 
we covered the TGS, 
we’re not splitting up 
the article by system. 
Why not? Well, aside 
from our Dreamcast 
coverage (see page 
30), nearly everything 
else was PlayStation. 
Go figure. 
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Unlike the Spring Tokyo Game Show before it (see our first issue for coverage), this 
fall show was packed with exciting software. In other words, it was packed with 
Dreamcast software. The titles shown for PlayStation and Nintendo 64, with a few 
major exceptions, weren’t of the caliber I was hoping for-and aside from FFVI11 and 
R4, no other non-Dreamcast games really got my blood pumping. For the full cover¬ 
age of the Dreamcast titles on display, check out our in-depth coverage on page 30. 
For those who want an early look at what’s going to be hitting japan (and maybe 
America) in the upcoming months, read on... 




































tokyo game show 


Hnai fantasu vm 


cooler than it needs to be 

With the exception of Sega’s booth, this is where the action was at 
the TGS. Final Fantasy VIII was shown at Square’s booth in full force, 
displayed on a good 50 playable units, with the CG movies broad- ^ 
cast on huge screens on either side of the booth. We finally saw T 
the outside world, which looked even more detailed than in FFVII, f 
complete with large structures littered over the landscape. The 
battles were great, although some of the backgrounds looked a bit 
low resolution. We’ll have more info next issue! 


> 7711,7 0 6,1 
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© 1998 Squaresoft 


saga frontier a 


a hand-drauun uuander 

Now this is my kind of RPG. Fully hand-drawn, beautiful music, 
if and exciting battles. A far cry from the first Saga Frontier, the 

m sequel only seems to carry over the battle system and character 

designer from the first-everything else was totally original. With 
in-game characters and backgrounds that look like something 
out of a Quest game (I wonder if they helped), SF2 was one of the 
’ * best-looking games of the show. See, hand-drawn still works! 


Although no Saturn version was 
announced, Street Fighter Zero 3 might be 
the first Capcom home conversion that real¬ 
ly doesn’t need one.^/gte^ 

Believe it or not, the t 
PlayStation version on | 

you’d find in the arcade, 
but there was no 

slowdown to be v. f \ A, 

found. Even bet- j ^ 

ter, the charac- N . / / 

ter select screen ^ / ^ 

had five silhouet- I? 

ted characters! Five * ' 

hidden fighters, ^ 

that’s crazy! Sure, ^ 

Really Evil Ryu and ^ 

might be in there, but L Jj 

if Capcom spent the / 
time to add in at least 

one original fighter, jPjHfe Ij l 

they’d be gods... VjSM\ 


© 1998 Squaresoft 


Shown only on video, Square/Chun Soft’s latest title 
joins the ranks of Mario Cart and DiddyKong Racing - yet 
another wacky racer is on the way. While I really don’t care 
for this type of game, I will admit Chocobo looked pretty 
good, aside from the size of the characters. The levels were 
diverse and the cast of racers was huge, but still... you’re 
just racing a chubby chicken around a track. 


© 1998 Squaresoft 
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© 1998 Capcom 
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cuDer n etic em pire 

suction cups anyone? 


speed... uuitn style 



It’s great to see Wolfteam back, 
and even though their new game 
is a far cry from what title it emu¬ 
lates, Cybernetic Empire is incred¬ 
ibly cool in its own aspects. Trying 
to improve on the Metal Gear 
Solid stealth feature, CE allows 
you to use suction cups to climb 
any surface in the game, giving 
you the perfect way to avoid 
detection. The control felt a bit off 
and the graphics were a bit first- 
generation, but the gameplay 
looked great. 


© 1998 Wolfteam/Telenet 



which actually blew away Gran 
Turismo in terms of lighting 
and reflections effects. I tried 
out the new force feedback 
Namco controller (the JogCon) 
as well, which really height¬ 
ened the whole experience. 

Namco also had the new 
version of Tales of Phantasia 
(great cinemas!) and Starlxion 
on video, making their booth 
one of the best of the show. 


Complete with a live DJ and 
racing colors everywhere, 
there was little doubt which 
game Namco was pushing at 
this fall’s TGS. Now supporting 
super detailed graphics to 
match the always-fun arcade 
experience. Ridge Racer Type 
Four (or as the kids call it, R4) 
impressed all who witnessed 
it. The in-game graphics are 
superb, but what really 
shocked me were the replays, 




© 1998 Namco 


mustic aru 5 


mermanoid 


a icmcj-auialtea sequel... 


Da sura to l~ioicl your Dream 



One of the few tragedies American 
gamers suffered during the 16-bit days 
was missing Mystic Ark , Produce’s epic 
sequel to yth Saga , complete with an 
involving quest and incredible music by 
uber-composer Mint. Well, Produce and 
Mint are back, but the package they’re 
delivering is slightly different than before. 
Now a 3D RPG, MA2 almost resembles a 
first-generation PS title rather than what I 
would expect from this team. But then 
again, if the gameplay and music are any¬ 
thing like the first, count me in... 

© 1998 Enix/Produce!/Mint 


dragon quest vn 

commci sometime In 1999 



Dragon Quest VII, 
despite all the hype, 
was strangely enough 
shown only on a single 
video screen, indicating 
this game is far from 
completion. 


Both of the areas 
displayed - the main 
castle and town - had 
been shown before. I 
saw one nice “world 
spinning” effect, but 
that was it... 



© 1998 Enix 





One of the few surprises of the show, 
Mermanoid is claiming to be the first 
“real” underwater RPG. Unlike b.l.u.e., 
which had role-playing ele- - 
ments fused in an adventure 
game, Mermanoid delivers the 
whole RPG turkey - including % 'dte 
turn-based battles, dungeon 
exploration, and character devel- ^ 7 

opment, all underwater. The graph¬ 
ics were a bit chunky, but the pure 
ambition of the title makes it one to 
look forward to. 









© 1998 Xing 




























The only Nintendo 64 title that 
really caught my eye was yet 
another Evangelion game. Of 
course, unlike the trillion “cheap” 
titles we’ve seen with the Eva 
name plastered on it in the past, 
this latest attempt is a fighting 
title. But, believe it or not, it 
looked really good. The graphics 
were spot on, and the animation 
seemed to be taken straight from 
the TV show. It wasn’t playable, 
though, so I can’t comment on the 
control. 




© 1998 Bandai/Gainax 


deal cJouun smnji 


lOCDl-f! song rpqs: 


Well, this is cool. Unlike last year’s pre¬ 
sentation, Sony’s booth actually had two 
RPGs on display. Sure, they were only on a 
tiny video screen, and the rest of the mil¬ 
lion screens had Crash 3 and a new I.Q. 
game, but still... Both of these games 
should be out by the time you read this, 
and there’s a 
: good chance 
we’ll see Legaia 
l!j 3 g in America in the 
near future. 


© 1998 SCE 
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narci edge 

anime + resident evil 


Despite incredible background quality and well pro¬ 
duced CG, Hard Edge was plagued with horrible con¬ 
trol. This Resident Ew 7 -ish action 
title did have potential, though, 
and it’s supposedly coming out 
in America. If so, I just hope . p ^ 71 
they’ll tweak the game so that 
you’ll actually be able to turn W ^ V^’ 
while walking... 



jm 11 

© 1998 Sunsoft 


thousand arms 

couid Qe a classic 



Ascii and Red’s upcoming RPG impressed me quite a bit 
more than I thought it would. Still sporting scrunchy charac¬ 
ter sprites, the background ^ 

graphics and animation/CG 
movies were very high quali- ^ 

of what this title could turn ■ 
out to be... An American 
release is almost certain. 




© 1998 Ascii/Red 


qqrtaOie mania 

L|ou can't qet auuaq... 


uurap up _ 

another snouu already over 



Well, that’s it. AnotherTGS is over, perhaps the last one dom¬ 
inated by 32-bit titles. Next spring, Sony are rumored to be 
debuting their i28-bit+ machine, and by then enough 3rd-party 
developers will be jumping on the Dreamcast bandwagon, 
making the PlayStation selection seem / A. 

poor by comparison. Another gen- 

eration in video games is already QJLs* m it 1 
coming to an end, but the future’s wjit 

going to be damn exciting... & ** 


This Tokyo Game Show represented not only the 
future of home gaming with the Dreamcast, but also 
gave us an inside look at what we might be wasting our 
time with on the road - portable systems. SNK showed 
off both the normal and color (!) versions of their 
NeoGeo Pocket, Bandai displayed their very cool looking 
Wonder Swan (check out our news 
section for more info), Sony present- 
ed their very small (and low resolu- 
tion) PlayStation Pocket, and Sega 
had their uber-memory card, the VMS. 















reconciliation as well as a way to discov¬ 
er inner peace. Morrigan and Demitri 
argue in the Dark Realm whilst the evil 
forces continue to destroy the Earth and 
a rather disgruntled Felicia decides to 
help the humans in their struggle, with 
some unexpected help from a new face in 
town. 

Character Design: Gorgeous character 
designs are apparent in all of the 
Darkstalker videos, and this volume is no 
exception. The use of colors and desirous 
physical appearances are very much evi¬ 
dent. 

Animation: Fairly high standards of ani¬ 
mation are implemented, but probably 
not as high as those found in Escaflowne. 
Nice, nonetheless. 

Dubbing (if applicable): The American 
voiceovers are a little bit strained at 
times, and it’s hard to imagine some of 
the characters using the “young per¬ 
son’s” vernacular. 

Soundtrack: Atmospheric music and 


Darkstalkers 9 
Revenge Volume 3 

Original Japanese Release: 
Pioneer 

Released in America by: 

Viz Video 

Length: 45 minutes 
Dubbed in English 
Adventure series based 
on the Capcom video game 

Review by BRYN WILLIAMS 


Story: Pyron’s forces (the Huitzil) are 
now beginning to slowly move over the 
planet, annihilating all forms of human 
life in an attempt to cleanse the world. 
The Earth is in perpetual twilight and 
even the Darkstalkers are starting to feel 
the strain of the impending doom. Hsien- 
Ko and Mai-Lin dwell on the death of their 
mother, and vow to bring the mighty 
Pyron to justice, whilst Donovan and 
Anita continue their quest for emotional 


Character Design: Sleek, tall characters 
and surreal marionettes. Magnificently 
huge, glossy eyes. Haunting at times. 
Wonderful. 

Animation: Good at times, but mostly 
Japanese TV quality. Moments of seam¬ 
lessness creep in every now and then. The 
opening and pre-duel animation is stun¬ 
ning. 

Soundtrack: An excellent classical 
ensemble. Great music to lose your mind 
to. 

Fight scenes: Freaky. Three geeks (and 
almost one kangaroo) go down to a child 
in episode two. It’s weird - really weird. 
The fights in Utena are just strange. 
Episode three’s final duel is choreo¬ 
graphed brilliantly. 

Highlight: The writing. This series is 
unique in ways I cannot explain. 

Final Analysis: If you’ve got an open 
mind and lean towards the surreal, 
Revolutionary Girl Utena is an absolute 
recommended purchase, even if you don’t 
watch anime. 


REVOLUTIONARY GIRL 
UTENA: THE LEGENDARY 
SPICE 

Original Japanese Release: 
B-Papas/Ohiho Saito/FV 
Tokyo/Shonenn linkai 
Released in America by: 
Software Sculptors 
Dubbed in English 
Action/Adventure 
Review by DAVE HALVERSON 


Stories: A boy genius from the student 
council is entranced by Anthy’s piano 
playing and will stop at nothing to win her 
from Utena, which leads to a duel atop 
the now-familiar spiral tower. Freaky as 
ever and surreal to the core. Snippets of 
pure lunacy - lovely stuff. Up next, does 
the student council president want his 
sister dead? She’s certainly annoying 
enough... And, finally, to wrap up anoth¬ 
er 75 minutes of strangeness, it takes a 
miracle for Utena to defeat Jury’s chal¬ 
lenge - truly a woman scorn. 
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incidental tunes make the whole experience 
more enjoyable. Thankfully, there are no nasty 
vocals to ruin the feel. 

Fight Scenes: Very little in the way of noticeable 
fight scenes in this particular volume, but there is a 
cool sequence starring the Huitzil and a bunch of 
human machines. 

Highlight: Morrigan takes a midnight swim and, as 
per usual, manages to be extremely erotic. Well, if you 
like that sort of thing, that is! 

Final Analysis: A good, solid episode of what’s shap¬ 
ing up to be a really 


classic series. This 
volume lends 
heavily to plot 
building, but it still 
remains fairly com¬ 
pelling viewing. Now all we 
need is an appearance from 
Anakaris and Victor to make 
the action really kick in. 


KEY THE METAL 
IDOL 

Original Japanese 
Release: Hiroaki 
Sato/Pony 
Canyon/Fuji 
TV/FCC/Studio 
Pierrot 

Released in America 
by: VIZ Video 
Dubbed in English 
Science Fiction/Drama 

Review by DAVE HALVERSON 

Story: The eighth and final Key 
the Metal Idol bids farewell to a 
great series in befitting style. In 
this final episode, we find Key on 
the brink of realizing her dream 
of becoming human, while that 
realization, and the lives of 
everyone around her, hang in the 
balance. Key’s found her 30,000 
friends... Now, will they live to 
fulfill her dream, or die as a 
result of it? Splendid in its com¬ 
plexity, Key is worth watching 
over back to back now that the 
entire series is available. Episode 
8 is dialogue heavy but wholly 
significant. High drama. 
Character Design: The Ally 
McBeal of the anime world, Key 




is a tiny, extremely thin heroin. 
Part of me wishes she were a tad 
more voluptuous but her waif 
appearance actually makes her 
story all the more dramatic. The 
human characters are realistic 
looking, very well drawn, and the 
appearance of the non-organic 
entities is excellent. 

Animation: Fair to good. Many 
still or slightly animated scenes, 
atoned for by fantastic moments 
of fluidity. 

Soundtrack: Fitting through¬ 
out, mood inducing. First rate. 

Fight scenes: Very good, 
usually highly animated. Very 
violent. 

Highlight: All of the psycho¬ 
logical aspects of this extremely 
dramatic finale. 

Final Analysis: One of the 
best anime series in recent years. 
Human drama, action, psycholog¬ 
ical undertones, deep sci-fi 
themes and a complex story that 
builds to a fitting and spectacular 
climax. Recommended. ★★★★ 
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Bastard!! Venom (two episodes) 

Original Japanese release: 1992 Kazushi Hagiwara/Shueisha 
Released in America by: Pioneer 
Length: 60 minutes 
Dubbed in English 
Action 

Review by MIKE GRIFFIN 

Story: The meanest, most vindictive and powerful 
bastard of them all, Dark Schneider, is back to cause 
havoc and spread misery! I love this guy! This time, 
Schneider and old pal Ninja Master Gara stage a complex false rescue, 
complete with major flashbacks to their first meeting. Episode two has 
Schneider messing around with a vampire king as Arshes Nei threatens 
the countryside. 

Character Design: Dark Schneider is a brilliant, conniving warlock. 
Gara is equally cool, and almost as nasty. The only pure soul, it would 
seem, is Yoko, and her design screams just that. Very appealing charac¬ 
ters overall. 

Animation: BastardH's animation is rough around the edges but very, 
very effective. Dark Schneider’s spells are usually spectacular and most 
scenes are fast paced and completely animated. 

Dubbing: For once, you’re actually better off with the dubbed version of 
an anime. Bastard!! has remarkable voice acting. Notables include the 
man himself, Schneider, and Di Amon, the bold Vampire King. 

Music: Excellent symphonic score. Pioneer has the soundtrack in 
stores now, and I highly recommend it. This is not your typical ho-hum 
anime music. 

Fight Scenes: Although the witty dialogue often steals the show, 
Bastard !!'s fight scenes are wild and bloody. Everyone’s a powerhouse 




in this world, so the enchanted swords are slashing while the atomic 
sorcery melts anything that stands in its way. 

Highlight: I’d have to say the biggest highlight is the tongue-in-cheek 
dialogue. Hyper-violent battles are in full effect while two combatant 
taunt each other mercilessly with truly amusing banter. 

Final Analysis: Bastard!! is a unique take on action anime. The fanta¬ 
sy setting is appealing right away, and the characters are very memo¬ 
rable, thanks to an intelligent script. It’s a little confusing at times, but 
that’s part of its cool, thought-provoking madness. Check out the whole 
series ASAP. ★★★★ 




Story: Continuing with the adventures of the most depraved high 
school ping pong club ever, this second volume sees the lads get¬ 
ting into even more outrageous situations than before. Spread out 
over four separate episodes, we get to see the team captain, 
Takeda, become possessed by a sexy spirit, whilst the other mem¬ 
bers of the team try to come to terms with taking a hot bath with a 
bunch of young, nubile girlies! Then, the boys are forced to play a 
tournament against a group of middle-aged women. Foul play and 
devious tactics backfire in ugly faces of the club, and lead to some 
completely gross sequences. Excellent! Now the day has come for 
the championship cup, and the boys know that there is a bigger 
prize at stake than some stupid cup or medal. It is, of course, the 
one-year “Love Ticket” on offer from their chief of moral, the 
extremely cute and experienced Kyoko. 

Character Design: Ping Pong Club has a very distinctive look 
about it, mainly in the form of the characters’ appearances. They 
actually look more Asian than the usual designs found in most 
anime. The boys are very likable indeed! 

Animation: Average animation quality, but you don’t even notice 
this because you are laughing so hard! 

Dubbing (if applicable): N/A 

Soundtrack: Catchy Japanese lyrics and amusing dance 
routine from the cast. Many small Super Deformed cut- 
scenes for wacky effect! 

Fight Scenes: Slapstick antics never really descend into 
hard violence. It’s not that kind of anime! Actually, it’s a 
nice change not to be showered with blood and lower 
intestines. 

Highlight: When a 65-year-old woman pulls out her 
sagging knockers and uses them as telephone in order to 
distract the guys from their game! Mr. Tortoise! 

Final Analysis: It is really this simple. This is the 
Japanese equivalent of Beavis and Butt-Head. Only this 


Ping Pong Club: 

Love and Comedy (Die! Die! Die!) 

Original Japanese Release: Kitty Film-Tokyo Broadcasting 

Released in America by: Software Sculptors 

Length: 120 minutes 

Subtitled in English 

Mature comedy series 

Review by BRYN WILLIAMS 


stuff is actually more fun! You 
must get it, but be warned, 
because some of the content is a 
little bit gross! ★★★★ 
























































A.D.V. FILMS PROUDLY PRESENTS 



THREE Of THE BIGGEST 


VIDEO GAMES Of ALL TIME! 


To every age are great warriors born. Their skills win them fame; 
combat makes them legends. Enter the world of the Iron Fist 
Tournament where fighters of unequalled ability gather from 
around the world to test their might in the gladiatorial arena. Fear 
has no place, and hesitation means death in the dark disciplines of 
these driven masters. Each has a name, and each has a story. 
Professional assassins, champions of justice and those whose 
prowess earns them fear and respect in the bloody underworld of 
street fighting meet with one common goal: to claim the TEKKEN. 


Featuring the music of: 

• Corrosion of Conformity • The Offspring 

• Stabbing Westward • The Urge 


Soulhat 


Available from 


SLJMCO/IST 


MOTION PICTURE COMPANY 

And other find stores 
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1. Evangelion (series) 
ADV Films 

2. DBZ (series) 

Pioneer 

3. Ghost in the Shell 

Manga 

4. Akira 
Streamline 

5. Macross Plus 
Manga 


1. Escaflowne - Anime Village 

2. Saber Marionette J - AV.com 

3. RG Utena - Software Sculptors 

4. Bastard - Pioneer 

5. Golgo 13: Queen Bee-Urban Vision 


TOP FIVE RNIME CONTEST! 

This Month’s Winners: 




G. uiiiiams 


Jonathan Hunt 

Ontario, Canada 


Vincent Clarke 

Bronx, NJ 


1. Ping Pong Club V0I.2- Soft. Sculpt. 

2. Escaflowne - Anime Village 

3. My Neighbor Totoro - Fox 

4. Darkstalkers Vol. 3 - VIZ 

5. Urotsukidoji - Anime 18 


Mary Ann Soto 

Boyton Beach, FL 



No purchase neci 
prohibited, not respi 
damaged : luggage*” 
tell me right now!? 
now....Bay 12 please. 


where* 

lost-or 


m. sriFFin 

1. Bastard Venom - Pioneer 

2. Ping Pong Club V. 2- Soft. Sculpt. 

3. Dirty Pair Flash M2 - ADV 


Congratulations to this month’s winners! 


To enter the ADV/Gamers’ Republic Top Five 
Anime Contest, simply send us a list of your 
favorite five anime, new or old. Make sure to 
include your name, address and age, and 
send it to: Gamers*Republic Top Five Anime, 
32123 Lindero Canyon Road, suite 218, 
Westlake Village, CA 91361. First prize is 
Shinji’s EVA-01 (which stands over 20 inches 
tall) and Evangelion 1 through 13W Second 
Prize: Any two ADV releases and an ADV T- 
Shirt. Third Prize: Any 1 ADV release. All 
three winners receive a GR subscription. For 
your free ADV catalog (and this is one cool 
catalog) write to: AD Vision, 5/50 Blintiff 
#217, Houston, TX 77036. 








































Pokemon on Video 
On Sale Everywhere at 


Suggested Retail Price 


Canadian prices may be higher. 


Special Offers Insidi 


ling Pokemon, yoi 


(Nintendo) 


the instantly;' 
video packaging in yol 


B For more information,! 
ase call 1-800-421-1621 

_ ww.pioneeranimation.ci 

enseal or www.viz.com 


ExclusivelyjDistributed by 

Pioneer 


Babbage's 


© 1997, 1998 Nintendo, CREATURES, GAME FREAK, T V Tokyo, ShoPro, JR Kikaku.Pokemon, Pikachu, and all other Pokemon character names are trademarks of Nintendo. 
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MNTENO ?,, 64 


He s a Iesn, green figm 
mdchine end PlWenium 
3ll His moves in this Z7j 
Strdtegg Guide! 


Gvdiidhie noum 


to order, call: 1.800.691.7886 

















Crystal: First place race 
Silver Gem: Break All Crates to com¬ 
plete the course 


Silver Gem: Break All Crates 
Extra Silver Gem: Ride the blue gem 
to a hidden tomb! 


Silver Gem: Break All Crates 
Green Gem: The skull platform will 
take you to a short set of rooftops 
that lead to the green gem! 


Crystal: Down all the blimps! 

Silver Gem: Shoot all crates before 
you bust the last blimp! 


Silver Gem: Break All Crates 


Silver Gem: Shoot all Crates and then 
down all Red Barons. 


Silver Gem: To obtain all the crates, you 
must enter the level through the hidden 
warp area (level 29). This will return you 
to the normal path, which must be trav¬ 
eled in reverse, then forward again to 
break the remaining crates. 


Extra Silver Gem: Ride the green, 
purple, yellow, and red gems to reach 
the extra silver gem. 


Silver Gem: Break All Crates 


Silver Gem: All Crates can only be 
obtained after riding the yellow gem 
and breaking all of the crates along 
the passage. 

Extra Silver Gem: The yellow gem 
path contains a silver gem. 


Silver Gem: Break All Crates 


Silver Gem: Break All Crates 


Silver Gem: Break All Crates 
Extra Silver Gem: Ride the red gem to 
another path. 


Extra Silver Gem: The hidden warp 
passage also contains an extra silver 
gem! 


After defeating the first five areas, you 
can take a ride to the hidden warp room 
by stepping on the nub at the center of 
the time machine. 


Silver Gem: Break All Craves 
Blue Gem: Ride the skull platform 
and journey through a short but 
tough pathway to the blue gem, and 
an alternate exit. 


Silver Gem: Break All Crates 


Silver Gem: Breaking all the crates 
will require backtracking, as a por¬ 
tion of the underwater cave is 
blocked. Hitting a trigger (“!”) crate 
at the end of the normal path will 
enable a crate that will trigger an 
explosion and allow safe passage. 


Silver Gem: Break All Crates 


Silver Gem: Break All Crates 
Yellow Gem: You can see the yellow 
gem in the distance when you traverse 
the level normally, but you can’t reach 
it until you have opened the hidden 
warp room and have obtained at least 
10 relics, which enables level 27. 


Silver Gem: Breaking all the crates is 
very tricky. There are two areas that 
must be carefully avoided to break 
every crate (see shots), and some 
backtracking is required. 


(Opens when five relics are obtained) 
Silver Gem: On the beaten path 
Extra Silver Gem: Break All Crates 


Red Gem: An added bonus! Waiting 
at the end of the alternate path is a 
red gem. 


(Opens when 10 relics are obtained) 
Access to yellow gem in Hang ’em High 
(level 7). 

Level SB: niqnt motorcycle 
race vs. ufos 

(Opens when 15 relics are obtained) 
Silver Gem: First place 
Silver Gem: Break All Crates 
Level 59: Extension of 
Future Frenzy 
(Opens when 20 relics are obtained) 
Extra Silver Gem: Level 29 grants 
access to an alternate path with an extra 
silver gem and the remaining crates in 
the Future Frenzy stage (level 19). 


Silver Gem: Break All Crates 
Purple Gem: Reach the secret skull 
platform and ride it to an alternate 
stretch that will lead you to the pur¬ 
ple gem! 


Silver Gem: Break All Crates 


Silver Gem: All crates can be 
obtained only after you own the pur¬ 
ple gem, which will open the door 
with the huge purple gem on it. 

Extra Silver Gem: Through the pur¬ 
ple gem door passage is another sil¬ 
ver gem. 


Extra Silver Gem: Ride the green gem 
to an alternate cityscape. 


(Opens when 25 relics are obtained) 
Silver Gem: First place through all 
hoops 

Extra Silver Gem: Break all Crates with¬ 
out missing any of the hoops. 


Level 1 4: Road crasn 

Silver Gem: Break All Crates 


Silver Gem: Break All Crates 


Silver Gem: Break All Crates 


developer naughty dog • publisher sony • available now 


playstation strategy 


ge/77 sera 


C RASH 3 BRINGS BACK THE SAME CRYSTALS AND GEMS FROM CRASH 2 , BUT 
ADDS A NEW INGREDIENT TO THE RECIPE: THE RELIC. EACH ZONE HAS A 
U BEST TIME n THAT MUST BE BEAT TO EARN A RELIC FOR THAT AREA. WHILE RELICS 
ARE RELATIVELY EASY TO OBTAIN, THE LATER AREAS OFTEN REQUIRE THE USE OF 
THE SPECIAL MOVES, SUCH AS THE RUNNING ABILITY, THAT YOU EARN WITH EACH 
DEFEATED BOSS. ACQUIRING ALL OF THE GEMS, HOWEVER, IS AS TOUGH AS EVER. 
But WITH THIS GUIDE, YOU SHOULD HAVE NO PROBLEM! 





































































codes all formats 


STAR EDITOR MIKE GRIFFIN DISCOVERED SOME 
CODES FOR ACTIVISION'S APOCALYPSE, ENSURING 
THAT THE GAME WILL BE RUINED FOR EVERYONE. 


IBILITY 

game p 


'"•VISIBILITY 

Pa <JSE GAME 

RJ, Ll, R: 


amniuni 

A/vie and PRI 
Left, Right, 


All Weapons 

Pau SE game A 
Rl, Right, r? 


ga me and pres- 
3HT - Left, r, ght ' 


COMPETITION 


^estleas Kidman 

IN THE Cru, serweight Belt. 


damage 

game an 


"ESTLEASMeNGANDI 

Win the Tag Team Belts. 

Wkestleasmanagers 

f ELECT one-on-one fxm, 
wrestlers 
then press 


^nlBITION MODE AND CHOO 

managers. Begin thf a«a 
CONTROLLERS THREE AND FOUR 

E AS THQ A/Ian 

and press N c°Down. CHARACTER SELECT, ° 

E AS THE Warrior 

:r een. ANEW‘WcS 5 -- s ErT 7’ ,GHTAT 

SC .ple, and Horace mavnowTaccess 

E MODE 

: Cru, serweight Belt. 


^.Extcut ion*r^ 
^.,_Dr. Frank 
Jekel 

.Maya Inca Boy*"* 


Giant ' 
.Brian Adam* 
Scott Hair**" 
Scott Norton 
_Buff BaSwefl/^i 
.Eric BiacfiafT* 8 *; 
Scott Steine^ ‘ *T 


Hollywooa^ 
167’ ; 275lbs. 


l IHQman 


* 242lb=. I 

t 















f 



wjyMSsm 


muA 




ttEER-WWi 


Fight as Grey 

Enable the “Fi 
a ^d pick Hulk 


as Mega Sakura’ 


Eight against Mech-Gouki 

««« 


^)[ZDCJCZ:^JL-.LJJfZD^C^ 


These codes are sure to get you through this ONE rip-off in no time at all 

BROUGHT TO YOU BY GRIFF’S INSANE CODE EXPERIMENTATION: 


Skip to any checkpoint 

Pause the game, hold LI, and tap Triangle, Square, Circle, X. Now you can skip 

AHEAD OR BACKWARDS TO ANY CHECKPOINT WITHIN A LEVEL. 


Infinite Lives 

Pause the game, hold LI, and tap Triangle, Circle, X, Square. Look for the 

“INF” IN THE TOP LEFT CORNER OF THE SCREEN AND IT’S OVER FOR GAME OVER, 

yeeeah! 




tulns unlnoL-U) uuar- 


Cheetah car 


Bonus maps 

Successfully complete the game under normal difficulty level as 

THE ARCANES TO UNLOCK THE MAZE. SUCCESSFULLY COMPLETE THE GAME 
UNDER NORMAL DIFFICULTY LEVEL AS THE TEKNOS TO UNLOCK THE MENHIR 

Circle. 


Anther car 

Enter MYSTER 
Word 


All cars 

AS A PASS - En ter ALLVID as . D 

lu As A password 

Master Modus 

Enter XPERTs as a n«,— 


Scorpion car 

Enter DESERT 

WORD. 


Beta Razor 

Successfully complete the game under the hard difficulty level 

WITH THE TEKNOS. BETA RAZOR MAY NOW BE SELECTED UNDER MAYHEM 
MODE. 


AS A PASSWORD. 


AS A PASS- 


* *< 


^SSANVPu N CH 0 R K ; cKeu D T S T " RT ' A ^ 

Eight as U.s. Agent 

Eight as Mega Zangief 

Highlight Blackhfad T 

Eight as Mephisto 

Highlight Omega Red n Q ,„c r 

PRESS ANY Punch or r,” S art - and 
TO’S COLOR WILL BE DIFFFp BUTT ° N - MePHI ^ 

Whether Punch or Kick ENT depending < 
°p Kick was pressed. 

Eight as Mega Sakura 
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SONIC UNDERGROUND Die Entertainment broadcast tv • april 99 



T he blue prickly one might be caus¬ 
ing a whirl on the Dreamcast in 
December, but he’s also making a 
reappearance on TV in the return of 
Sonic Underground, due to hit your 
screens April 1999. Sonic Under¬ 
ground is based on Sega’s original 
Sonic, although the TV version is con¬ 
siderably plumper than its gaming 
counterpart - well, they say TV adds 
10 pounds. Family Matters star Jaleel 
White (Steve Urkel) has been signed 
to provide voices for the three leads. White voiced 
the previous two series from the early 1990’$ Sonic 
the Hedgehog and Adventures of Sonic the Hedge¬ 


hog, but this time he will add Sonic’s 
long-lost twin brother and sister, Maniac 
and Sonia. Each episode will also feature 
a new song. Underground is actually a 
prequel to the original series, in which 
Sonic and pals must free their enslaved 
home planet Mobius from the grip of evil 
Robotnick and his Swatbots, and return 
power to the hedgehogs’ mother, Queen 
Aleena. And just to make things more 
confusing, Sega is planning a game 
based on the Sonic Underground TV 
series. So let’s get this straight: A TV series based on a 
video game then gets made into a video game based 
on the TV series... Yeah, that’s right! 




Unrated • Oddworld Inhabitants/GT Interactive 

We all know movies and games are moving 
closer together, but how about the actual cine¬ 
matics from a game being made into a movie? 
Well, that’s what's happening at Oddworld 
Inhabitants. The super-talented team has 
entered a film of the game cinematics for an 
Academy qualification, making this a first for 
the Oscars. The short takes place on Oddworld 
and follows the adventures of Abe, who’s trying 
to get the SoulStorm Brewery closed down. 
Why a brewery, you ask? Well, the owners are 
using his ancestor’s bones for use in their 
brews (mmm... nice) and enslaving his people. 
Abe isn’t your typical hero, but that doesn’t 
seem to bother him, as he attempts to save his 
race from extinction. The story may seem a bit 
far-out, but the animation is superb. Lome Lan- 
ning, creative director and co-founder of Odd¬ 
world Inhabitants, says: “This is the latest 
development in the crossing of video game 
technology and content into other entertain¬ 
ment media. We utilize a movie production 
model in developing our games - to include 
scripts, storyboards, sketches, paintings and 
character sculptures - and have created a ‘Dig¬ 
ital Backlot,’ essentially a library of high-reso- 
lution assets that is easily adapted for feature 
films." We were lucky enough to see the movie, 
and we think it stands a pretty good chance, 
and should open the door for many more gam¬ 
ing companies to enter in the future. 


Not Yet Rated • Square/Columbia Pictures 
Due for release 2001 

Hot news just in! Tokyo-based Square Co. 
Ltd. has joined with movie-giants Columbia 
Pictures to produce Final Fantasy:The Movie, 
due for release in 2001. Square are breaking 
new ground with the first - wait for it! - com¬ 
puter generated, animated motion picture 
with photo-realistic human characters! Well, 
it certainly sounds very impressive. It will be 
produced in Hawaii and directed by 
Hironobu Sakaguchi, who just so happens to 
be the president of Square USA. The story, a 
fantasy about life and death set on Earth in 
2065, is said to be inspired by the game. The 
makers say it will be the first movie ever to 
simulate human movements and emotions 
through computer graphics that are more 
realistic than anything currently available. 
It’s a realization of a dream for Sakaguchi, 
who states, “With this film I want to create 
entertainment that touches the imagination 
of new generations by setting the viewer on 
an exciting voyage of personal discovery.” 
Academy nominee Al Reinert, who worked 
on Apollo 13, is writing the screenplay. Well, 
we all know Square produce some phenom¬ 
enal games, especially the Final Fantasy 
series, and something tells me that they’ll 
probably do the same with the movie. It’s a 
shame we have to wait almost two years, but 
it’ll more than likely be worth it. 


Want to know if there’s anything at the movies worth leaving your 
PC or console for in the next year? Well, here’s just a small selection 
(all tentative, of course) of what the movie makers have planned. 

Movies from PC and video games aren’t that unusual anymore, but 

the same director working on both? sy^T - 

Weil, the man behind the games, *4$ 

Chris Roberts, will be trying his hand ' 
at the bigger screen with the release f 

of the Wing Commander movie. Blair ^ 

and Co. join an interstellar war to 
crush the Kilrathi, who are intent on 

destroying the universe. • Another jpjgr ' 1 
video game character to make it big ^ L 
is Duke Nukem; very little info on WING COMMANDER 
this one at the moment, except that Duke has to save the world from 
an alien race... not using negotiating skills, I’m sure! • Fans of the 
comic book Virus will also be glad to hear that the movie should final¬ 
ly be released in the first quarter of 1999, after being delayed at least 
once. It will star jamie Lee Curtis, William Baldwin and Donald Suther¬ 
land. • Of course, 1999 is the year of release for the first Star Wars 
movie - Star Wars: Episode 1 The Phantom Menace, starring Samuel 
Jackson and Liam Neeson as Jedi Master and Knight and Ewan 
McGreggor as Obiwan Kenobi. • Hold on to your skin, as Predator 3 
is also lined up for a ’99 release. • 

Staying with sequels, Mortal Kombat w mBf ^ * 

3 will also be released this year - fw t 

let’s hope it’s more like the first than jFJP '/y/JBHB 

the second (which was verging on '■ ji^ 

the tragic). Some baddie from the Sp M n / ,, 

Nether realm “Quan Chi” has «jjf * 1 .§■ 1 

released Shinnock (Rayden’s way- 1 Jwlt i) I 

ward dad) and now he has the power — iZMJi - i — l—/ 

to rule all existence forever... Hmm, MORTAL KOMBAT 3 
time for the Ml< team to kick his butt off the face of the Earth once and 
for all. 

We’ll have more ’99 releases next issue, followed by year 2000. 


ABE’S EXODDUS 


FINAL FANTASY: the movie 


And, finally. Star Trek doesn’t 
lose any steam on the gaming front, 
as Activision announced a 10-year 
agreement with Viacom to develop 
and publish games based on the 
Star Trek properties. Star Trek Insur¬ 
rection, the game, is slated for a 
late ’99 release. 


STAR TREK INSURRECTION 























I 


HIPS&BITSinc. 


POB 234 DEPT 11090 
ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 


www.cdmag.com/chips.html 
or call 1-800-600-4263 
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PLAYSTATION 


Title 

Release 

Price 

Title 

Release 

Price 

Title 

Release 

Price 

Title 

Release 

Price 

\SCII Aftershock Wheel 

10/98 

$49.99 

Diablo 

03/98 

$34.99 

Kartia 

08/98 

$44.99 

Rival Schools 

10/98 

$42.99 

\SCII Sphere 360 

10/98 

$42.99 

Dolphin's Dream 

11/98 

$44.99 

Kawasaki Motocross 

03/99 

$39.99 

Road Rash 3D 

06/98 

$42.99 

tlien Resurrection 

01/99 $44.99 

Dragon Warrior 

12/98 

$46.99 

Kensei Sacred Fist 

11/98 

$44.99 

Rogue Trip 

10/98 

$44.99 

\merican Deer Hunter 

12/98 

$44.99 

Duke Nukem Time Kill 

10/98 

$44.99 

Knockout Kings 

11/98 

$42.99 

Rugrats 

11/98 $44.99 

Viimaniacs 10 Pin Alley 

11/98 

$39.99 

ESPN X Games ProBrdr 

10/98 

$44.99 

Koumeiden Saga Zhuge 

11/98 

$48.99 

Saga Frontier 

03/98 

$42.99 

\pocalypse 

11/98 

$39.99 

Earthworm Jim 3 

12/98 

$42.99 

Lander 

02/99 

$44.99 

Sentinel Returns 

10/98 $29.99 

\rmored Core Proj Phan 

10/98 

$36.99 

Eggs of Steel 

11/98 

$44.99 

Legacy Kain Soul Reavr 

01/99 

$46.99 

Shadow Gunner 

10/98 

$46.99 

\steroids 

11/98 

$39.99 

FIFA Soccer 99 

11/98 

$39.99 

Looney Tunes Space Race 04/99 

$46.99 

Shao Lin 

01/99 

$44.99 

\ttack of Saucerman 

02/99 

$38.99 

FOX Sports Hockey 99 

11/98 

$42.99 

Lunar Silver Star Story 

12/98 

$54.99 

Silent Hill 

01/99 

$44.99 

backstreet Billiards 

10/98 $36.99 

FOX Sports Tennis 99 

11/98 

$42.99 

MLBPA Bottom 9th 99 

08/98 

$32.99 

Silhoutte Mirage 

01/99 

$43.99 

Bass Master’s CIsc: TE 

11/98 $44.99 

Fifth Element 

10/98 

$39.99 

Madden Football 99 

09/98 

$42.99 

Small Soldiers 

11/98 $42.99 

Battleship 

01/99 $39.99 

Final Fantasy 8 

08/99 

$54.99 

MediEvil 

10/98 

$42.99 

Snow Racer 98 

12/98 

$44.99 

3eavis/Butthead Holly 

02/99 

$44.99 

Final Fantasy VII 

09/97 

$52.99 

Mega Man Legends 

09/98 

$39.99 

Sony PSX 7000 

06/98 $139.99 

Big Air 

11/98 $42.99 

Flying Saucer 

02/99 

$44.99 

Metal Gear Solid 

10/98 

$46.99 

Soulbringer 

01/99 

$52.99 

Black Bass/Blue Marlin 

11/98 $44.99 

Formula 1 98 

11/98 

$42.99 

Mortal Kombat 4 

06/98 

$44.99 

South Park 

11/98 

$44.99 

Blast Radius 

01/99 

$36.99 

Freestyle Boardin 99 

11/98 

$42.99 

NASCAR 99 

09/98 

$42.99 

Sports Car Supreme GT 

11/98 

$44.99 

3lues Brothers 2000 

12/98 

$44.99 

Future Cop LAPD 

09/98 

$39.99 

NBA Fastbreak 99 

11/98 

$44.99 

Spyro the Dragon 

09/98 

$42.99 

3ody Harvest 

11/98 

$46.99 

G Police 2 

02/99 

$38.99 

NBA Live 99 

11/98 

$42.99 

Suikoden 2 

12/98 

$45.99 

3omberman Phantasy Race01/99 

$44.99 

Game Shark 

03/96 

$39.99 

NCAA Football 99 

09/98 

$42.99 

Syphon Filter 

11/98 

$42.99 

Brave Fencer Musashi 

11/98 

$46.99 

Global Domination 

11/98 

$42.99 

NHL Hockey 99 

09/93 

$42.99 

T'ai Fu 

11/98 

$39.99 

breath of Fire 3 

05/98 

$41.99 

Godzilla 

10/98 

$43.99 

Ninja:Shadow Darkness 

10/98 

$44.99 

TOCA Tour Car Champ 

10/98 

$44.99 

Brigandine 

11/98 

$44.99 

Grand Theft Auto 

07/98 

$42.99 

OddWorld Abe's Exodus 

11/98 

$44.99 

Tales of Destiny 

10/98 

$44.99 

Brunswick Bowling 

10/98 

$44.99 

Granstream Saga 

07/98 

$44.99 

Other Life Azure Dreams 

07/98 

$46.99 

Tenchu 

09/98 

$44.99 

Bushido Blade 2 

10/98 

$42.99 

Guilty Gear 

11/98 

$44.99 

PSX Controller 

09/95 

$21.99 

Test Drive 5 

10/98 

$43.99 

B&C Red Alert Retal 

09/98 

$42.99 

Hardball 99 

11/98 

$43.99 

PSX Memory Card 

09/95 

$18.99 

Thrill Kill 

10/98 

$46.99 

B:Contra Adventure 

09/98 

$24.99 

Heart of Darkness 

09/98 

$42.99 

Parasite Eve 

09/98 

$49.99 

Tomb Raider 3 

12/98 

$49.99 

Centipede 

11/98 

$39.99 

Hot Shots Golf 

05/98 

$42.99 

Pool Hustler 

10/98 

$36.99 

Tomorrow Never Dies 

03/99 

$46.99 

Civilization 2 

01/99 

$39.99 

Indy Jones Infernal Mach 

04/99 

$46.99 

R4:Ridge Racer Type4 

03/99 

$46.99 

Twisted Metal 3 

11/98 

$42.99 

Bool Boarders 3 

10/98 

$42.99 

Jeff Gordon Racing 

01/99 

$46.99 

Redline 

11/98 

$43.99 

Uprising X 

12/98 

$42.99 

Brash Bandicoot Warped 

11/98 

$42.99 

Jeopardy 

10/98 

$39.99 

Reel Fishing 

11/97 

$45.99 

WCW NWO Live 

12/98 

$45.99 

Broc2 

12/98 

$44.99 

K-1 Revenge 

03/99 

$46.99 

Resident Evil 3 

12/98 

$51.99 

Wild 9 

10/98 

$44.99 

Death Trap Dungeon 

04/98 

$29.99 

Kagero:Deception 2 

10/98 

$43.99 

Risk 

05/98 

$39.99 

Xenogears 

10/98 

$46.99 


NINTENDO 64 


SATURN 


BOARD GAMES 


1x4 Mud Monsters 

01/99 

$64.99 

Knife Edge 

11/98 $49.99 

Burning Rangers 

06/98 

$49.99 

Advanced Squad Leader 

12/94 

$37.99 

AirBoardin' USA 

10/98 

$54.99 

Legend Mystical Ninja 64 06/98 $59.99 

Crypt Killer 

04/97 

$19.99 

Airlines 

08/98 $34.99 

3anjo-Kazooie 

07/98 

$52.99 

Legend of Zelda 

11/98 $62.99 

Dark Savior 

12/96 

$26.99 

Axis & Allies 

11/94 

$42.99 

3attle Tanx 

01/99 

$56.99 

Madden Football 99 

09/98 $53.99 

Fighters Megamix 

05/97 

$39.99 

Battletech 4th Ed. 

12/94 

$21.99 

Blues Brothers 2000 

12/98 

$66.99 

Micro Machines 

11/98 $52.99 

House of the Dead 

05/98 

$44.99 

Car Wars Deluxe 

07/96 $21.99 

3ody Harvest 

10/98 

$58.99 

Mini Racers 

01/99 

$59.99 

Legend of Oasis 

08/96 

$45.99 

Cthulhu Cults Across Amer.09/98 $36.99 

3omberman Hero 

09/98 

$52.99 

Monaco Grand Prix 

02/99 $59.99 

Madden FB 98 

11/97 

$43.99 

Grand Prix 

06/96 

$21.99 

buck Bumble 

11/98 

$59.99 

Mortal Kombat 4 

06/98 

$52.99 

Magic Knight Rayearth 

11/98 

$52.99 

History of the World 

12/94 

$27.99 

Bastlevania 64 

02/99 

$56.99 

N64 System 

09/96 $139.99 

Marvel Super Heroes 

10/97 

$42.99 

Hobbit Adventure 

06/95 

$32.99 

Bonker's Quest 

01/99 

$53.99 

NBA In the Zone 99 

02/99 

$56.99 

Mass Destruction 

11/97 

$29.99 

Knightmare Chess 2 

06/98 

$13.99 

Bruis'n the World 

10/98 

$52.99 

NFL QB Club 99 

11/98 

$64.99 

Maximum Force 

11/97 

$44.99 

Lionheart 

10/97 

$35.99 

Deadly Arts 

10/98 

$56.99 

NHL Hockey 99 

10/98 

$54.99 

Mega Man X4 

10/97 

$37.99 

Monopoly Deluxe 

05/98 

$29.99 

Dual Heroes 

11/98 

$56.99 

Penny Racers 

01/99 

$52.99 

NBA Live '98 

12/97 

$34.99 

Monsters Ravage America 08/98 

$32.99 

Earthbound 

02/99 

$66.99 

Perfect Dark 

02/99 

$62.99 

NHL Hockey 98 

01/98 

$41.99 

Necromunda 

11/95 

$59.99 

: -Zero 64 

10/98 

$52.99 

Roadsters 98 

11/98 

$66.99 

Nascar 98 

11/97 

$36.99 

Once Upon a Time 

06/98 

$12.99 

: 1 Racing Sequel 

10/98 

$66.99 

Snowboard Kids 2 

02/99 

$56.99 

Panzer Dragoon Saga 

05/98 

$52.99 

Risk 

03/96 

$32.99 

“IFA Soccer 99 

12/98 

$54.99 

Star Wars:Rogue Squad 

12/98 

$54.99 

Rampage World Tour 

12/97 

$45.99 

Robo Rally 

01/96 

$36.99 

-ighter's Destiny 

02/98 

$59.99 

Superman 64 

11/98 

$66.99 

Road Rash 

06/96 

$44.99 

Samurai Swords 

04/97 

$39.99 

Fighting Force 64 

11/98 

$59.99 

Survivor Day One 

11/98 

$56.99 

Romance 3 Kingdoms 4 

10/95 

$34.99 

Starship Troopers 

03/96 

$29.99 

SEX 2 

09/98 

$58.99 

Tonic Trouble 

01/99 

$59.99 

Shining Force 3 

08/98 

$42.99 

Stratego 

07/96 

$19.99 

Solden Eye 007 

09/97 

$42.99 

Top Gear Overdrive 

11/98 

$54.99 

Sonic Jam 

09/97 

$36.99 

The New Acquire 

06/95 

$25.99 

Jeff Gordon Racing 

03/99 

$66.99 

Turok Dinosaur Hunter 2 

10/98 

$64.99 

Touring Car Championshipl2/97 

$39.99 

Warhammer 40K 

11/94 

$59.99 

Jet Force Gemini 

02/99 

$62.99 

WCW/NWO Revenge 

10/98 

$64.99 

Worldwide Soccer '98 

11/97 

$29.99 

Wizards Quest 

01/95 

$19.99 

COMPUTER GAMES & HARDWARE 


HINT BOOKS 

PC Games 


Falcon 4.0: MiG 29 

12/98 

$30.99 

Return to Krondor 

11/98 

$45.99 

Armored Core Proj Phntsm 10/98 $11.99 

1943 Euro Air War 

10/98 

$45.99 

Fallout 2 

10/98 

$44.99 

Revenant 

03/99 

$29.99 

Bomberman World 

10/98 

$10.99 

Alpha Centauri 

01/99 

$43.99 

FIFA Soccer 99 

11/98 

$42.99 

Scrmn Demons Europe 

11/98 

$45.99 

Breath of Fire 3 

06/98 

$13.99 

Army Men 2 

02/99 

$39.99 

Final Fantasy VII 

06/98 

$32.99 

SHOGO: Mobile Armr Div 10/98 

$46.99 

Brigandine 

12/98 

$11.99 

Asteroids 

11/98 

$35.99 

Flight Unlimited 3 

11/98 

$45.99 

Sin 

11/98 

$45.99 

Crash Bandicoot 3 

11/98 

$11.99 

Axis & Allies 

09/98 

$39.99 

Giants 

02/99 

$48.99 

Star Trek Kling Hnr Grd 

10/98 

$44.99 

Final Fantasy VII 

11/97 

$14.99 

Baldur's Gate 

11/98 

$44.99 

Grand Prix Legends 

10/98 

$39.99 

Starsiege 

11/98 

$45.99 

Legacy Kain Soul Reaver 01/99 

$10.99 

Beneath 

02/99 

$48.99 

Grim Fandango 

10/98 

$39.99 

Starsiege: Tribes 

10/98 

$43.99 

Legend of Zelda 64 

11/98 

$12.99 

Big Air 

12/98 

$37.99 

Half Life 

10/98 

$48.99 

Test Drive 5 

11/98 

$37.99 

Lunar: Silver Star Complete09/98 $11.99 

Blackstone Chroncles 

11/98 

$44.99 

Heavy Gear 2 

11/98 

$45.99 

Thief: The Dark Prjct 

11/98 

$29.99 

Metal Gear Solid 

11/98 

$10.99 

Blood 2 

10/98 

$39.99 

Heretic 2 

11/98 

$47.99 

Tomb Raider 3 

11/98 

$39.99 

Mortal Kombat 4 

06/98 

$11.99 

C & C 2: Tiberian Sun 

11/98 

$48.99 

Indy Jones Infml Mchne 02/99 

$48.99 

Unreal 

06/98 

$34.99 

Quest 64 

06/98 

$10.99 

Caesar 3 

10/98 

$29.99 

Interstate 82 

02/99 

$45.99 

WCW Nitro 

12/98 

$39.99 

Silent Hill 

01/99 

$10.99 

Carmageddon 2 

12/98 

$44.99 

Knockout Kings 

11/98 

$44.99 

WWII Fighters 

11/98 

$44.99 

Spyro the Dragon 

10/98 

$11.99 

Centipede 

10/98 

$37.99 

KQ8:Mask of Eternity 

11/98 

$48.99 

Hardware 


Suikoden 2 

11/98 

$12.99 

Civ 2 Test of Time 

11/98 

$48.99 

Lands of Lore 3 

11/98 

$44.99 

ATI Rage Fury 32MB 

10/98 

$279.99 

Tekken 3 

05/98 

$11.99 

Civilztn Call to Powr 

01/99 

$45.99 

Links LS 99 

10/98 

$39.99 

Canopus Spectra 2500 

10/98 

$189.99 

Thrill Kill 

10/98 

$11.99 

Daikatana 

02/99 

$39.99 

Luftwaffe Commander 

11/98 

$49.99 

CH EXL 500 Racing Set 

09/98 

$52.99 

Tomb Raider 3 

11/98 

$11.99 

Delta Force 

10/98 

$37.99 

Madden NFL 99 

10/98 

$39.99 

Diamond Viper V550 PCI 01/99 

$189.99 

Tonic Trouble 

11/98 

$10.99 

Descent 3 

12/98 

$48.99 

Max Payne 

11/98 

$47.99 

Dmd Mnstr Fsion AGP16 10/98 

$149.99 

Turok 2 

10/98 

$9.99 

DF Jedi Knight W/ Sith 

09/98 

$39.99 

Might & Magic 6 

04/98 

$37.99 

Dmnd Mnstr 3D II12MB 06/98 

$199.00 

Unholy War 

10/98 

$11.99 

Diablo 2 

03/99 

$48.99 

Nascar Racing 3 

03/99 

$47.99 

Mad Catz Panther XL 

01/98 

$62.99 

Vigilante 8 

06/98 

$12.99 

Drakan 

01/99 

$39.99 

NBA Live 99 

11/98 

$42.99 

Matrox Mystique G200 

10/98 

$149.99 

WCW/NWO Revenge 

10/98 

$11.99 

Duke Nukem Forever 

12/98 

$48.99 

Need for Speed 3 

09/98 

$42.99 

MS Sidewinder FF Whl 

10/98 

$169.99 

WWF Warzone 

10/98 

$12.99 

Earthworm Jim 3D 

12/98 

$37.99 

NHL Hockey 99 

09/98 

$42.99 

Saitek Cyborg 3D Jstk 

09/98 

$52.99 

Warcraft 2: Drk Saga 

06/97 

$9.99 

EverQuest 

01/99 

$44.99 

Quake 2 Bundle Pack 

01/99 

$47.99 

Saitek R4 Frc Fdbk Wl 

10/98 

$169.99 

Wild Arms 

07/97 

$9.99 

F-15 

03/98 

$38.99 

Quest for Glory 5 

11/98 

$48.99 

Saitek X-36 Cont Sys 

05/98 

$107.99 

X-Men Vs. Street Fighter 07/98 

$10.99 

F22 Total Air War 

11/98 

$38.99 

Rainbow Six 

08/98 

$29.99 

TM F22 Pro 

10/96 

$129.99 

Yoshi's Island 

12/95 

$11.99 

Falcon 4.0 

12/98 

$52.99 

Resident Evil 2 

01/99 

$34.99 

TM Nscr Frc GT Reg Whl 09/98 

$149.99 

Yoshi's Story 64 

04/98 

$9.99 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times 

& offer not guaranteed & are subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at 
our discretion. After 10 days the manufacturer’s warrantee applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. 
The "per order” charge is charged once per order placed, the "per item" charge 
is charged once for each item ordered and the "per shipment" charge is 
charged once for each shipment we make to you. For each US order $10.00 
will be allocated to a 12 issue subscription to Computer Games Strategy Plus. 

Call for details. 



Standard 

Priority 

Express 

Express 

Mail To 

Mail To 


U.S. Mail 

U.S. Mail 

Canada 

The World 

Per Order 

7-10 Days 
SI .00 

2-3 Days 
S2.00 

2Qay 

$2.00 

IBax 

$2.00 

4-7 Days 
$2.00 

7-14 Days 
$2.00 

Per Shipment 

$1.25 

$ 1.00 

$5.00 

$13.00 

$2.00 

$2.00 

Per Item 

S0.75 

$1.00 

$1.00 

$2.00 

$2.00 

$6.00 


©1998 CHIPS & BITS, INC. 








■UPRISING X'Futuristic 
war immersion, with an 
intense blend of action 
& quick paced battle 
tactics in vast, stunning 
3-D worlds. Command 
troops, tanks, gunships 
& bombers while fight¬ 
ing alongside them on 
the battlefield of the 
future. Travel to war- 
torn planets & build 
your army's power. 
Over 25 levels, one- 
player campaign mode 
with unfolding story, 
two-player co-op mode, 
& two-player death 
matches. 

3 DO (Strategy) 
Release: 12/98 
PSX 


‘LUNAR SILVER STAR’ Join 
Alex as he begins a quest to 
save the land from the 
advance of the Magic Emperor. 
Explore dungeons, fight mon¬ 
sters, & gather information as 
you advance toward confronta¬ 
tion with the Emperor himself! 
Features menu-driven combat 
& over 45 minutes of awesome 
animation sequences! 

Working Designs 


■STAR WARS: ROGUE SQUADRON' 

Defend the Rebel Alliance in X- 
Wings, Y-Wings, A-Wings, & V- 
Wings against TIE Fighters, AT-ATs & 
AT-STs. Many missions ranging from 
rescue to reconnaissance, dogfights 
to search & destroy. Explore the plan¬ 
ets Kessel, Tatooine & Mon-Calamari. 
Multi-objective missions & precise 
control make this game stand out. 
Lricas Arts (Simulation) 

N 64 12/98 


PC CD 11/98 


Interplay (Adventure) 
Release: 12/98 
N 64 


‘EARTHWORM JIM 

3D’ Earthworm Jim 
worms his way out of 
2D games for his debut 
in 3D! Features over 30 
zany enemy characters 
& 4 loony levels loaded 
with games. Includes 
all Jim’s signature 
moves plus tuck’nroll, 
jump’nshoot, hand¬ 
over-head, helicopter 
r head, pig-sliding, the 
pocket rocket and 
more. 


‘ALIEN RESURRECTION’ 

brings you dangerous levels 
of firepower, frightening 
aliens, death, destruction and 
mayhem. Race against the 
clock through the foreboding 
corridors of the research 
vessel Auriga, while destroy¬ 
ing Aliens and trying to pre¬ 
vent the extinction of the 
human race. 

Fox Interactive 


‘TOMB RAIDER III’ Lara’s off to 
more exotic locations, from the 
deserts of India to the islands of 
the South Pacific. Choose your 
destiny by selecting the order in 
which you play each of the 4 
adventures. Revamped game 
engine, new reflection system, 
vastly improved Al, new special 
effects (rain, snow, fire, & more). 

Eidos (Action) 














































music reviews 


page 118 


Every month I buy almost a dozen new CDs, 
most of which fall under the annoying modern 
cliche of “electronica.” The new school of drum & bass 
has become hard-step jungle, techno has become hard 
techno (for the most part), and house continues to fill dance 
floors in Europe. Ambient, as a genre, has been reduced to a hand¬ 
ful of incredible artists (i.e., Bill Laswell and Global Communication), 
and breakbeat continues to shine, thanks to innovators like Fat Boy Slim, 

Monkey Mafia, and The Chemical Brothers. At the core of this 
musical phenomenon you’ll find The Orb. If you’ve somehow 
missed their fantastic previous efforts, you owe it to yourself to 
check out the double CD, U.F.OFF, The Best of The Orb. All time clas¬ 
sics like “A Huge Evergrowing Pulsating Brain That Rules From The Cen 
tre Of The Ultraworld,” “Blue Room,” “Little Fluffy Clouds,” and “Toxy 
gene” are on the 72-minute first disc, while all-new remixes of these 
and others can be found on the bonus second disc. The Orb (Pat¬ 
terson, Hughes, and Fehlmann) are truly gifted artists, techni 
cians, and engineers. Their music is seamless and rich, whether 
absolutely soothing or undeniably exhilarating in nature. U.F.OFF is a 
piece of contemporary history that needs to be heard. 

Mike Griffin 

‘vfiUS (ECrfoj 
Island , Domestic 




Remix compilations are usually hit-or-miss 
affairs, often weakened by a lack of focus inherent 
in albums produced by a single artist/group. Richard 
Dorfmeister (of Kruder & Dorfmeister fame) and Rupert 
Huber’s collaboration (a.k.a. Tosca) is impressive for side-step 
ping the usual flaws of multi-artist remixed albums. Once only 
available in four separate remix singles, the album unites all four into 
a single collection. Featuring the remixes of Fauna Flash, Fila Brazilia, 

~~jgri Beanfield, Baby Mammoth and ten other musicians interpret- 
<£ ing Tosca’s track F*** Dub in multiple forms and genres, the 
album ultimately succeeds in being unique, yet retains a continu¬ 
al flow of rhythm - which often escapes such musical projects 
involving so many different musical chemists. Although only one 
song is actually being remixed throughout the EP, each track seems 
to be a completely different song and not merely an up/down- 
tempo version of the original. With each additional listen, the 
album’s appeal grows, perhaps because each track avoids the 
pitfalls of gimmickry and pursues a musical equilibrium of 


The music of the King of Fighters series has 
become almost as unique and recognizable as the 
characters and style. This fact is only obvious now, 
after four years of KOF installments. When you power on a 
KOF game you expect to hear blazing, distorted guitar licks 
pounding rock drums, and hectic synthesizers. It’s 
like speed metal crossed with bad eighties rock with a 
touch of porno soundtrack added for good measure. 

Whoops, that’s kind of insulting. Anyway, KOF’98: Dream 
Match Never Ends contains a few unique tracks that might 
validate the purchase of this soundtrack. “Blue Mary’s 
BLUES,” for example, is totally pornographic, but it has a catchy 
synthed-up blues guitar and wacky samples here and there. 

Other tracks, like “Rumblings on the City” and “Rhythmic Halluci¬ 
nation,” epitomize the derogatory description I’ve applied to 
KOF music. This stuff is funny, low quality straight-from-the-arcade crap. This is a two- 
disc set, though, and Disc 2 is a little easier to consume, thanks to a humorous 
voice-sample collection. Wait, what am I saying?! Even if you like the KOF 
games, avoid this soundtrack like the plague. Mike Griffin 


nJuCEZrZzl 


ort 


mellow melodies alongside head-bobbing beats. A sleeper of a find. 

Gregory Han 

G-Stone Recordings, British Import 


L2LH 


A breathtaking experiment in traditional Celtic ^ 
beats and contemporary instrumentation, Creid ' 
does justice to the epic scope of Xenogears, the game 1 
it is inspired by. The musicianship of Yasunori Mitsuda/ 
who also composed a powerful acid-fusion-jazz motivated 1 
rearrangement of tunes from his Chrono Trigger soundtrack, Brink ' 
of Time, shines through with undeniable vigor. Harps, fiddles, 1 
acoustic and electric guitars, pipes, fretless bass, accordions, flutes, an 1 
assortment of percussion instruments, and modern technology combine to ' 
reveal an uncanny yet harmonious combination that exudes an irresistible pres- > 
ence. From the forceful opening song, “Melkaba,” to the soft 
tones of “Balto,” each effort strikes an emotional chord that 
recollects some of the game’s most precious moments, “june 
Mermaid” weeps with passion, “Creid” teems with spirituality, 

“Stairs of Light” laughs with affection, and “Lahan” reverberates 
with joy. Those who experienced the splendor of the game up 
until its climactic end will recognize the closing song, 

“Mebius,” which sums up the CD with strong affection. Any¬ 
one pleased with Xenogears as a game will find it hard not 
to be enchanted by this arrangement. Dave Rees 


Digicube, Japanese Import 

~~ m fi 
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Who ARE YOU GUYS AND when did you start making music? 

Sonic Mayhem is a collaboration between Sascha Dikiciyan and David Valencia. 
We started out working together on our first project called MOD (Methods of 
Destruction), which was the first music add-on for Quake in September 1996. 

What kind of music did you make at first? 

Our first musical ventures were a combination of ambience and industrial 
beats. After a while we started to get more into technology, guitars and elec¬ 
tronic music. 

What are your musical influences? 

Pretty much everything from old-school funk to aggressive types of music like 
Rage Against the Machine , as well as early Kraftwerk and a lot of the under¬ 
ground music like jungle and drums and bass. 

Are you guys into games? If so, what are some of your favorites? 

Yeah, we are pretty much hard-core gamers. Right now Metal Gear Solid lives in 
our PSX and we’ve got a bunch of PCs networked on which we play Q2 after a 
hard day’s work in the studio. 

Why was Sonic Mayhem approached to do the Quake II soundtrack? 

Well, it all started with a couple of e-mails and phone calls from id requesting 
demo material from us. We made two demos for id. The first demo that id 
requested was a Terminator-style track. They liked it, but then asked us to sub¬ 
mit another demo with a more grunge or rock vibe to it. After we sent out the 
second demo track, id called us the very next day asking us to produce music 
for Q2. 

HOW CLOSE DID YOU WORK WITH THE GAME AS YOU CREATED THE SOUNDTRACK? 

Believe it or not, during the process of producing music we never received a 
beta copy of Q2, so we were pretty much depending on screenshots and the 
impression we got at the 1997 E3. 

What kind of equipment did you use to create the soundtrack? 

Our basic equipment is a G3 Mac running Cubase VST 24-bit and Protools soft¬ 
ware. Most of the drum sounds we created were played from the Roland 760 
sampler into Cubase Vst. Other keyboards we used included a Korg Trinity and 
a Prophecy, a Roland juno 106, as well as the Roland 1080 and 990 modules. 
Most of the drums you hear on Q2 are programmed on the computer. We had a 
lot of people asking us who played the drums... I guess we did good job. 


HOW CLOSELY DID YOU WORK WITH ID DURING THE PROJECT? 

Basically, once we had a track done, we would send it off to id and they would 
call back to either approve or request revisions, which, out of 17 tracks, only 
happened twice. [Note that Q2 had only eight audio tracks. The rest were used 
in both mission packs, the Reckoning and Ground Zero.] 

Did they have a specific type of sound in mind? 

The very first thing id mentioned was that they wanted to recreate the old 
Doom feel for Q2. They also mentioned a few bands like Metallica and Alice in 
Chains as guidelines. We then took these guidelines and mixed them up with 
our own flavor, which included ambience, industrial and electronica. 

HOW MUCH CONTROL DID YOU GUYS HAVE OVER THE DIRECTION OF Q2’S SOUND? 

id was very specific regarding the style of music, but we had creative freedom 
in developing the actual sound. We spent a lot of time sampling real drums and 
creating ambience, along with some hard-core sounds which we would mix up 
with the style id wanted. 

Has this project changed the way you make music and/or your tastes 

AND STYLE? 

This project allowed us to experiment with new production techniques, and 
these have definitely influenced the way we create music now. We are current¬ 
ly working on an album which is a bit different from the Q2 soundtrack. The 
drums are a blend between jungle, dance and hard-core, while the guitars are 
less grungy and more aggressive. 

Do YOU INTEND TO DO MORE GAME SOUNDTRACKS IN THE FUTURE? IF SO, DO YOU 
HAVE A SPECIFIC TYPE OF GAME IN MIND? 

Over the last two months we have completed music for Wild 9 and are current¬ 
ly working on the new james Bond game Tomorrow Never Dies, due out next 
year for PSX. We had a chance to redo the classic theme and it kicks ass... very 
aggressive and plenty of mayhem. 

What's the future hold for you guys? Anything big coming up that we 

SHOULD KNOW ABOUT? 

We are currently working on an album which we know will appeal to gamers. We 
are negotiating deals as we speak, and hope to set a new trend in video game 
music and the music industry. 

You can keep up with us at www.sonicmayhem.com, where we post snippets 
of upcoming music, etc. 


Y ou’ve probably seen the MAGIX Entertainment ads on MTV lately 
and wondered what exactly these products are capable of. We 
tested the whole line of MAGIX software, so here's a rundown of this 
cool PC sound tool series. 

Music Maker V2000 is probably the most accessible product in the 
MAGIX lineup. MMV2k comes packed with over 1000 quality sound 
samples in eight different music styles (like speed garage, rock, and 
drum & bass) as well as over 600 video files. You can arrange your 
own tunes or have the Auto Arranger feature blend the beats instant¬ 
ly. It supports the latest Direct X plug-ins, so you can import WAV, AVI 
or MIDI files and record with a mic using your soundcard, as well as 
real-time sync with movie files for pseudo-music-video production. 
Live Act 2000 takes the visual connection a step further. The video 
files offer virtual, realistic, and dancing scenes, 
and using two onscreen turntables, you can 
cross-fade and mix individual sounds using 
the keyboard like a professional synthesizer. 



Feel free to integrate any of your Music Maker creations into Live Act 
for the ultimate real-time music and video combo. The video isn’t 
exactly mind boggling, but the effect of DJ-ing in real time is true. 
Finally, for the music purist, there’s Music Studio V2000. MSV2k lets 
you seamlessly merge midi files of virtually any type (voice, keyboard 
or instruments) in digital quality with a full audio studio for multi¬ 
track recordings using pro studio effects. We haven’t had time to go 
too in-depth, but if you exploit Music Studio (with functions like 
direct-to-hard-drive digital recording), you can achieve surprising CD- 
quality results. Thanks to Wendy and all at MAGIX Entertainment for 
the great lineup! Tech freaks (like us) and musical newbies alike 
should check 
out the MAGIX 
products at 
their local Fry’s, 

CompUSA or 
Best Buy. 



































PSYCHOLOGICAL 
PROFILE: ED 


CAL ANALYSIS OF TOIXIC 
TROUBLES EI) 

Ed is a turquoise and violet-colored extraterrestrial guy in 
his mid-20S who accidentally drops a mysterious can during a 
scientific exploration of the galaxy. The can’s contents unleash 
a series of mutations that affect humans, plants and animals 
alike. Ed must rescue the can from Grogh the Hellish, a ne’er- 
do-well who harnesses the can’s powers to declare himself 
Master of the Earth. Along the way, Ed encounters 11 different 
levels on this insane Planet Earth. The big question is: Can Ed 
fix this whole mess? Let’s examine the situation: 

ED. THE CHARACTER, UNDER A 
MICROSCOPE! 

One Unlucky Dude! 

Ed is one of those individuals we would historically call 
unlucky... definitely not your typical super hero. In fact, wher¬ 
ever he goes, disasters occur. And just because Ed doesn’t 
complain about these so called “misfortunes” does not mean 
that he is a glutton for punishment - in fact, he’s just the oppo¬ 
site. Ed doesn’t purposely try to seek out difficult situations, 
but instead blindly walks head-first into them (or trips!). 

But What is Unlucky? 

In the end, our anti-hero is a man who makes us re-think our 
theories about what is lucky and what’s unlucky. After all, how 
can someone who loves life and thrives on having a little fun be 
considered unlucky? If we twist our thoughts, we can see that 
maybe the rest of us are the unlucky ones, because given Ed’s 
situations, most mortals would fail miserably. But because of 
his can-do attitude, his more-than-a-little practice, and most 
important, because he is completely clueless about reality, Ed 
perseveres. 

He caused a mess, and now he has to clean it up, because 
it’s the only way he can get back to his planet - once he cleans 
up the mess he caused with his own actions. (Like all of us, 
right?) 

ED S PERCEPTION 
OF HIMSELF: 

Ed doesn’t view himself the way the rest of the world sees 
him, that’s for sure! From our vantage point, we see a small 
turquoise alien who could be squashed in two seconds. But Ed 
doesn’t see himself that way at all, and therefore Ed isn’t 
squashed! Ed (in his conscious sense, that is) doesn’t mind that 
he is on the smallish side. Consciously, he is not even aware 
that to some women size matters. In the PC introduction, we 
see that Ed thinks that he should be able to have his gal 
because he is the nicer guy, and not a schmow like Burk. He 
can’t imagine that because he is skinny and dopey-looking, 
he’ll have trouble winning the fair maiden. Ed doesn’t walk 
around with the same fears that the rest of us “lucky” people 
do. 

WHAT ABOUT SUPER ED? 

But there is a deep subconscious level to Ed, and that’s 
where Super Ed comes into the picture. When he eats popcorn, 
Ed loses his senses, and enters into the body of his alter-ego, a 
Hulk lookalike. Even though Ed would never take the time or 
energy to actually go to the gym and work on becoming buff, on 
a subconscious level he gets quite a kick and thrill out of 
becoming Super Ed, even if only for temporary lapses. This sud¬ 
den transformation is not by choice, or questioned by Ed (he 
really isn’t logical!), but rather is something that overcomes him 
for a second... but in those seconds, he enjoys breaking down 
doors, bending bars, and exerting force by his own body - but 
again, just for a second or two. Becoming Super Ed is a means 
to an end, so why fight it? Ed is always one to do whatever it 
takes, even if it is illogical anc^Jjy^^Wzarre (which every¬ 
thing he does is!). 

ED S A HAPPY-GO-LUCKY GUY 

Ed doesn’t waste time wishing that things 
he’s basically a happy-go-lucky guy. 
things to do, so much to accomplish, 
way, things to look at, taste, see, 
has time to waste complaining 
things were different? Granted, he? 
fix his mistake of dropping the can, and 
and unknown out th£j$r - but as RoberF 
would say, “You’ve Grata Keep on 'When life hits yo^ 

over the head (or in the mouth!) with a frisbee*<|tt£jall means, 
ride the thing (pertaining to the Ski Slope -Level in the game, 
when a frisbee comes out of no where, so Ed rides it down the 
slope - why not?). 


DIFFICULTIES INHERENT IN THE 
CHARACTER 

Ed is always falling into hard situations. And the “easy way 
out” just doesn’t occur to him. His mind doesn’t think effec¬ 
tively in that manner. For instance, if he were smarter, or more 
forceful, he would demand that the Doc invent a gun instead of 
giving him a magic stick. But what are you going to do!? Ed 
proves that with the right stamina and can-do attitude, one can 
find creative solutions with the tools available. An endearing 
quality about our friend Ed is that he is unable to see that his 
solutions are any more creative than the next guy’s. They are 
just his way of getting to the next dimension or moment - or 
level! 

HIS QUALITIES/SKILLS 

Ed’s most important qualities are his infallible energy, style, 
and hilarious sense of humor. Despite the fact that he is not the 
most coordinated, and that he burps, falls down, etc., he con¬ 
tinues to have the greatest attitude - he isn’t going to run away 
from his task or plea-bargain his way out of something (it 
wouldn’t occur to him, anyway). He is going to fix the mistake 
he has made by dropping the can on to the Planet Earth. I 
mean, he was told to fix it and so he is going to do just that - or 
at least try. 

Ed doesn’t give a damn about what people think of him. It 
isn’t by choice, though. Again, it just doesn’t occur to him. He 
makes a fool of himself pretty much constantly, but he doesn’t 
notice that the rest of the world thinks he is a pain in the butt, 
or a klutz. He is Ed. That’s it. Just plain Ed. 

Actors who have some elements of typical Ed characteristics 
are Peter Sellers in Being There, Woody Allen in Play it Again 
Sam (when he thinks he is Humphrey Bogart), and Mr. Magoo 
from his cartoon of the ’60s. 


THE TONE AND 
ENVIRONMENTS 

The story concept for Tonic Trouble revolves around two cen¬ 
tral themes: the idea that it is the hero who makes the first mis¬ 
take rather than coming in like a white knight to save the world 
from a villain or a natural disaster; and the thought that a hap¬ 
hazard accident can turn conventional patterns of behavior on 
their ear. That is why the vegetables in Tonic Trouble have it in 
for the non-vegetation characters, a deadbeat drunk rises to 
power, and so on. It is also the motivation behind the surprise 
ending of the game. 

COMMUNITY 

A world in shambles, Ed is the only one who can save it - 
because he’s the only one who wouldn’t challenge it and refute 
the sentence cast upon him. 

ED’S ACTIONS 

Ed can run, jump, fly, use a whuping stick, pogo jump on 
lava, use a pogo to break ground, aim a blowpipe, grab ledges, 
and swim. He has a 11 different worlds to explore with hidden 
areas and secret passages. He has to explore all these worlds 
to find the elements to build the machines to get the famous 
can out of the hands of Grogh, after which he can return home. 

ED’S LIMITS 

Ed doesn’t have limits that we have seen. Except not to be a 
fungus, or a schmow like Burk! (In the PC intro - that would be 
the worst!) Ed has landed in a situation far beyond his control, 
training and expertise. He’s extremely out of his element. But at 
each level, stage and challenge, he exceeds what he thought, 
or maybe just what we perceived, his limits to be. 



HIS FAULTS 

Ed is not the best person for the job: 
be the worst person for the job, but he 
without a macho attitude. 

He is not a super hero, or a 
militaristic power-head. Ed 
is just a guy who has a job 
to do that would scare the 
hell out of anyone, really. 

ED’S ORIGINS 

Ed is the happy-go- 
lucky, light-hearted janitor, 
who, when on an interplan¬ 
etary journey, accidentally 
knocks a can off his space 
craft and poisons the earth. 

His government, in a diplo¬ 
matic gesture, sends him to 
repair the damage done. 

ED’S UNIVERSE 

Ed’s universe (which he 
inadvertently created) is 
psychedelic soup. 

Something that electric 
Kool-Aid would make you 
see. There are mutant ani¬ 
mals, psychotic vegetables 
(killer carrots, angry mush¬ 
rooms, rancid turnips, etc.), 
rainbow-colored rivers, 
pyramids guarded by mum¬ 
mies with designer hand¬ 
bags, popcorn with super¬ 
man powers, guards in 
tutus, sangria flavored 
jjgB, magical polka-dot- 
ti es, crazy 

scienTT 

cases, falsest??!! 


at first glance, he may 
will give it 100 percent, 


orWie “ ac 'd-influ- 
d’^cnraracters in the 
ake up the most 
moftus, goofy, bizarre 
up you have ever seen, 
•is these characters, and 
the 11 unbelievable envi- 
■fMments, which make the 
game uhlil^ any ^hing else 
ever played or sepn before. 




4502 Speros Lane #6 
Eau Claire, WI USA 54701-8095 
Phone: 715-552-1254 • Fax: 715-552-0720 
WWW.BAYSOFGAMES.COM 
e-mail: support@baysoftgames.com 


The Playstation • Nintendo 64 • Dreamcast Bargain Source 


Playstation Accessories 

Replacement Laser (Works on all models).$38.00 

Video CD Player (Play VCD movies - not DVD).$69.00 

PSX Hat (Many other PSX items available).$10.00 

Third Party 15 block colored memory card.$ 9.00 


LED display. 

Nyko 1080 Block (72X) Memory Card w/digital 

LED display. 

Nyko Trackball. 

.$23.00 

.$52.00 

.$38.00 

Edge Mouse. . 

$19 00 

Pro Action Replay. 

.$23.00 

Naki Scart Cable. 

.$13.00 

Naki Link Cable. 

....$13.00 

Naki Cordless Remotes (Set of 2). 

Nuby Cooling Station. 

.$36.00 

.$28.00 


Naki RFU Adapter with GunCon Adapter.$13.00 

Interact Barracuda Analog Controller.$19.00 

Interact Barracuda 2 Dual Shock Analog Controller..$26.00 

Interact Ultra Racer Controller.$28.00 

Nyko Multi-Tap Adapter.$29.00 

Naki Advanced Controller (Turbo & Slow Motion).$ 9.00 

Sony Brand Original Controller.$14.00 

Naki Playstation/Satum Replacement Power Cord.$ 5.00 

Naki S-Video Cable.$15.00 

Nyko Super Cobra Light Gun.$40.00 

Naki Lunar Rocker Light Gun.$24.00 


Nintendo 64 Accessories 

Naki Memory Rocker Pak+ 4x (460 page) Memory 
Card and BATTERY FREE rumble pack all in one. 

Never needs batteries!.$19.00 

Import Adapter.$12.00 

Naki RFU Adapter.$13.00 

Naki N64 Controller & 256K Memory Card Combo...$24.00 

Nyko Hyper Pak+ (Dual stage rumble pack and 4X 

Memory).$24.00 

Naki S-Video Cable.$15.00 

Naki Rocker Seat (Shake more than you hands!).$38.00 

Interact Ultra Racer Controller.$28.00 

Nuby Xwire Wireless Controllers.$46.00 

Nuby Rocker Rocker (Rumble Pack with GLOW 

feature).$12.00 

Naki 4X Memory Card.$13.00 

Naki AC Adapter.$18.00 

Nuby Boomerang Controller (Built in rumble).$28.00 

Nuby Reality Vest.$52.00 

Interact Sharkpad Pro Controller.$28.00 

Interact Dex Drive.$38.00 

Naki Controller Extension Cable.$ 6.00 


Naki Steering Wheel (With rumble).$48.00 

Naki A/V Cable.$7.00 


Naki Top Gun Fighter Light Gun... 
Nuby Reality Vest... 


...$ 16.00 

....$52.00 


Naki Rocker Seat (Shake more than your hands!).$38.00 

Interact Dex Drive.$38.00 

Naki Controller Extension Cable.$ 6.00 

The Glove.$45.00 


Visit our web site for 
hundreds of new/used 
games and accessories! 


TO ORDER: Call 715 - 552-1254 for Visa/MC/COD ($ 4 ) orders or visit our web 
site with secure on-line ordering at www.baysoftgames.com. Mail orders 
send check or money order to the above address. Add $3 shipping to total 
order. COD orders add $ 4 . Orders are shipped Priority Mail. All sales are final. 
Questions? Give us a call at 715-552-1254 or email support@baysoftgames.com 
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Steam Heart 
Grandia 
SakuraWar2 
Ivangelion SJg.F. ■ 
fcotton Boomerang 
langrissier 5 
I Robot War F Final 
■nker1945ll. 
jifca Ages Galaxy Force 2 
■per Advanture Rockmai 
Bangelion 2nd Impresai 


4 IN 1 Acl 
Replay Plus 



Dragon Ball Z Legend $39 DBZ GT $39 (import) 

■ Brave Fencer Musashiden j|| 

Capcom Gen. vol 1 ~4 TomtfRaSs 3 

Beat Mama Knockout Kings 

New JPN pro Wrestling 3 $59 Destrega Dark Stalker 3 

mm Advanced V. G. 2 NBA Shootout 9i 

Armed Fighter Crash Bandicoot 

— 3 Ljry J R-Type A Brave Fencer 

Max 2 Bushido Blade 2 

Jff tHF DoDonPachi NBA Live 99 

SD Gundam G Generati ° n S 

- Star Ocean 2nd Story rag. rzim 


Capcom Gen. vol.2 $54 Godzilla 


Final Fantasy 5 
Final Fantasy 8 
R4-Ridge Racer 4 
Exodusguilty 
f Kitty the Kool 
Vampire Savior Ex Ed. 


Macross $39 


King Ot Fighters 97 $49 


Saga Frontier $19(lmport) 


PSX VCD Adaptor $69 



IMPORT U.S. 

Star Soldier Earthworm Jim 3D 

Pokemon Stadium South Park 

Powerful Baseball 5 Rogue Squadron 

Simcity 2000 Zelda 64 

Augusta Golf 98 NBA Jam 99 

Tamagotchi World Turok 2 

Puyo Puyo Sun 64 Wipe Out 64 

Doraemon Rush 2 

Wonder Project J2 Twisted Edge 

Famista 64 WCW/NWO Reveng 

F-Zero X 

Please call for any titles not , 

KSTASK 


NINTENDO 64 


Sonic Adventure 
Virtua Fighter 3 
Sega Rally 2 
Pen Pen Dry Ice Ron 
Seventh Cross CrN 

D2 

Godzilla Generation 
July 

Blue Stinger JU 

Monster Breed 
Elemental Gimmick Gear 
War Turb 


Dream Cast 


Virtual Pro Wrestling 64 $54 


Virtua Memory System 
(P.D.A) Available Now 


Super B-Oaman $49 


Sumo 64 $59 


NEQ GEO CART/CD 
Fatal Fury Real Bout Special 2 
Blazing Star 
Metal Slug 2 
Last Blade 
King Of Fighters 98 


Sailor Moon 


Yu Yu Hakusho 2 
Bomberman 5 
Rockman & Forte 


NEQ GEO Pocket 


8” Macross Action Figure (vol 1-12) $19/ Ea 
8” Evangelion Action Figure $19/ Ea 
3” Rockman Action Figure $15/ Ea 


Pocket King of Fighter R-1 

Pocket Chess 
Pocket Tennis 
Pocket Neo Geo Cup’98 


raj 

Sailor Moon j 

n 

Action Fig- 1 
ures 

111 

2”SailorCiite$8/Ea 

Ijp 

5”PetitSoldier$13/Ea j 


H”SailorDoll$ZZ/Ea f 

■m 

2"Caslleset$13/Set | 


3”PachiCute$8/Ea j 



DBZ Super Battle 
Collection Action 
Figures Volume, 
1-38 Price From 
$12 or up. 


WE ALSO CARRY POSTERS, NOVELTIES, WALL SCROLLS, AND CANE MUSIC CDS 



M> ORDER HOT LINE 

626 - 281 - 


Dealer & Wholesalers Welcome 

710-1 W. Las Tunas, San Gabriel, CA 91776 • Fax: 626 - 458-6845 






























































































Hot New & Upcoming Titles 


Saturn Titles 

Magic Knight Ray Earth 
Pauzer Dragon Saga 
Shining Force III 


NINTENDO 6 ' 

* 



Dream Cast 


System 

Virtua Fighter 3 TB 
Sega Rally 2 
Godzilla Generations 
Blue Stinger 
Climax Landers 
July 

Sevens Cross 
Sonic Adventure 
Geist Force 
Tetris K 
Speedbusters 


US N64 Titles 

Zelda 64 
Wipeout 64 
Turok 2 

Top Gear Overdrive 
Buck Bumble 
Rush 2 
Superman 64 
Nightmare Creatures 
Bustamove 3 

Star Wars : Rogue Squadron 
Castlevania 
Fighting Force 64 
Penny Racers 
Charlie Blast’s Challenge 
Roadster ‘99 
Starshot 
Tonic Trouble 


US PlayStation Titles 


Clock Tower II 
Contract 
Lunar SSS 
WCW/NWO Thunder 
Alien Resurrection 
Destrega 
Mr. Domino 
Monster Seed 
Invasion From Beyond 
Tomb Raider 3 





Guilty Gear (PSX) 



Twisted Metal 3 
Odd World : Abe’s Exodus 
Guilty Gear 
Colony Wars 
Quake II 
Silhouette Mirage 
Ridge Racer Type 4 
Knockout Kings 
Dark Stalkers 3 


For Limited Time 

parappa Fig. avail. 


King of Crusher 
Kitty The Kool 
DancelDancelDance! 
Ergheitz 

Street Fighter Zero 3 
Mitsumete Knight R 
Soundarms 
Choco’s Dungeon 2 
Tales of Phantasia 
Escaform 
R-Type 4 

Space Invader 2000 
Exodus Guilty 
Hard Edge 
Anothermind 


Original Sound Tracks 
Available. 


f Ga me s 


Still Available 


3DO 

Game Gear 
Game Boy 
Virtual Boy 
Genesis 
Super Nintendo 
32X 
32XCD 
Sega CD 
Jaguar 
Jaguar CD 

Orders 

212 * 290*0031 


V 


www.gex press .con 

All our inventories are now 
online with thousands of 
pictures and descriptions. 
You simply won’t regret 
visiting us on Internet! 
General questions answered on: 
info@gexpress.com 

Price shown does not include 

Direct all Inquires & Payments to the GE Headquarters at: 126 W. 32nd St., New York, NY 10001 shipping & handling charges. 
Tel. 212-290-0031 Fax. 212-290-0432 OVER 2500 TITLES IN STOCK, LOWEST PRICES 

Showrooms: 167 Glen Cove Rd., Carle Place, NY 11514 Tel.516-248-4911 / 163-18 Jamaica Ave., Queens, NY 11432 Tel.718-739-5045 / 2537 Decatur Ave., Bronx, NY 10458 Tel.718-295-4886 
/ 534 86th St, Brooklyn, NY 11209/32-59 Steinway St, Astoria, NY 11103/1464 Rockaway Pkwy, Brooklyn, NY 11236/136-04 Northern Boulevard, Flushing, NY 11354 
Price and availability are subject to change without notice. We accept all major credit cards, Money Orders and C.O.D. Allow 14 business days for shipping when paying by personal check. All sales are final, we will only 
replace defective items with the same title. Game Express Inc. is not responsible for misprint. NY residents add 8.25% sales tax to your order. All tradenames/trademarks are the properties of their respective owners. 


GAME EXPRESS 


INC 



Action Figures v.1-7 as low as $9.99 + up. Bandai.s \ 


last limited run. This will be absolute last time you 
can get your hands on this great collectable figures. 

F.F.VII H.G. Keychains 

14 Characters, 3” Tall; $9.99 each. 

F.F.VII Wall Scrolls $14.99 ea. 

F.F.VII Playing Card Deck $6.99 ea. 

F.F.VII H.G. Playing Card Deck $9.99 ea. 

Xenogear Memorial Album $39.99 '< 


Posters: Al 


fferent characters & more 

- 1st $7.00; ea. 

.. I addtl. $5.00 ea.; 


his & Turks 


Rockman 


Rockman 8 Ironbuster 
Forte Ironbuster 
Rockman X 



Tomando Fang; 

Reploid 
Hyper Special 
RX Armor 
Hunter Zero 
Ride Armor 


Rush Ironbuster 
Blues(Proto) Ironbuster 
Rockman X Ironbuster 
Parasitic Bomb 
Frost Shield 
Vajurilaff f 
Rockman Adp 
Ultimate Armor 
Double Irrii 



Pokemon 




Stuffed 11 inch Pokemons 
Stuffed 18 inch Pikachu 
Huggable Pikachu 


Pokemon Keychains 
Model Kits(3 inchs) 
Pokemon Plush Keychains 
Talking Pikachu 
Virtual Pikachu 

Call for, price and availability. J 




Misc. Toys 

Macross 15 th Anniversary Models 
Macross Action Figures 
Gundam Models 
Evangelion LM Models 
Evangelion Real Model Figures 
X-Man vs. STF Toys 
Sailormoon Petits 
Sailormoon 11 inch Dolls 
Parappa Musical Doll 
Parappa Keychains 
Parappa Medicom Figures 
Ray Earth Petits 
Ray Earth Chara Dolls 
Fist of the North Star Figures 
Virtual on Real Model Figures 



ACTION FIGURES $14 99 +up 

DBZ Super Battle Collection v. 1 -27 
DBGT Super Battle Collection v.28-39 
NEW! v.37, v.38 & v.39 JJ 

Japan Animation $14.99; ea. tape contains a min of 
3 episodes. New! Rebirth ep. 29-31 & Namek ep.32-34 





Resident Evil Part 2 Action Figures \ 
Part 1 still available 




More Information Coming Soon 


✓ 
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GAME LIQUIDATORS 


36 Great Holes Golf 
Afterburner 
BC Racers 
Cosmic Carnage 
Doom 

Fahrenheit 32X CD 
Knuckles Chaotix 
Kolibri 
Metal Head 
Mortal Kombat II 
NBA Jam TE 
Primal Rage 

Sega 32X system with Star Wars 

Shadow Squadron 

Slam City 32X CD 

Space Harrier 

Star Trek Starfleet Acad. 

Star Wars Arcade 

Tempo 

T-Mek 

Toughman Contest 
Virtua Racing 
World Series Baseball 
WWF Raw 

Zaxxon Motherbase 2000 


SI 2.00 
J 12.00 
SI 6.00 
S6.00 
SI 2.00 
J 12.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 2.00 
S8.00 
$12.00 
S39.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 6.00 
SI 2.00 
SI 2.00 
SI 2.00 
S4.00 
SI 2.00 
SI 2.00 
S8.00 
SI 2.00 


3DO Controll Pad(by Panasonic) S7.00 


ADULT 


Alone in the Dark 
Alone in the Dark 2 
Animals 
BattleChess 
Blonde |ustice 
Braindead 13 
Burning Soldier 
Casper 
Corpse Killer 
Coven Adult 
Cowboy Casino 
Creature Shock 
Crime Patrol 
Cyberia 

Deadilus Encounter 
Digital Dreamware 
Dragon's Lair 

Draxon Revenge see Stellar 7 
Endlessly ADULT 


Soccer Kid 
Space Ace 
Space Pirates 
Star Control 2 
Starblade(jewel case) 

Station Invasion 
Stellar 7 

Super Street Fighter II 
Super Wing Commander 
Syndicate 

The Coven ADULT 

Theme Park 
Total Eclipse 
Twisted 

Virtual Vivid ADULT 

Virtuoso 

Waialae Golf 

Who Shot Jonny Rock 

Wicked 18 

Wing Commander iii 

World class golf 


Attack of the Mutant Penguins 
Brutal Sports Football 
Bubsy 

Checkered Flag new 
Club Drive 
Composite Cable 
Cybermorph(new, no box) 
Defender 2000 
Doom 


Dragon Bruce Lee SI 0.00 

Evolution:Dino Dudes SI 0.00 

Fever Pitch Soccer $19.00 

Fight for Life S29.00 

Flipout SI 0.00 

Hover Strike $19.00 

Iron Soldier SI 4.00 

1-War SI 9.00 

Jaglink Interface $14.00 

jaguar 64 System new no game $29.00 
jaguar 64 System new/cybermorph$34.00 
jaguar CD system with 4 CD’s $59.00 
jaguar AC Adaptor "" 

jaguar Controller new 
jaguar RF Adaptor 
Kasumi Ninja 
Missile Command 3D 
NBA jam TE 
Pitfall 


SI 2.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 4.00 
SI 2.00 
S7.00 
S39.00 
SI 2.00 
S14.00 
SI 9.00 
SI 2.00 
S4.00 
SI 2.00 
SI 2.00 
SI 2.00 
SI 2.00 
S7.00 
SI 4.00 


PRO CONTROLLER 
Raiden 

Ruiner Pinball 
Sencible Soccer 
Super Burnout 
Supercross 3D 
S-Video Cable 
Syndicate 
Tempest 2000 
Theme Park 
Trevor McFur 
Ultra Vortek 


S7.00 
SI 6.00 
S7.00 
SI 0.00 
SI 9.00 
S29.00 
S14.00 
$29.00 
S29.00 
SI 9.00 
SI 4.00 
SI 4.00 
S29.00 
SI 4.00 
S29.00 
S14.00 
SI 4.00 
$10.00 
SI 9.00 


Val D'lsere Skiing& Snowboarding $19.00 
White Men Can't Jump with 
Team Tap $14.00 

Wolfenstein 3D $14.00 

Zool 2 SI0.00 

Zoop _ SI 0.00 


-ly - 

Escape From the Monster Manor S12.00 
ESPN Baseball S4.00 

ESPN Golf S3.00 

ESPN Tom Kite Go!f-"Mental Messages" 

SI.00 

Fatty Bear Fun Pack $12.00 

Fifa Soccer S7.00 

Flashback S7.00 

Foe's of Ali SI9.00 

Fun N Games $12.00 

Game Gun 3DO S59.00 

Gex(jewel case) S4.00 

Gridders S4.00 

Hell $12.00 

Horde $12.00 

Ice Breaker S4.00 

Immercenary S4.00 

Immortal Desire ADULT $14.00 

It’s a bird life S3.00 

John Madden Football $12.00 

jonny Bazookatone SI2.00 

jurassik Park SI 2.00 

Kingdom the Far Reaches SI2.00 

Last Bounty Hunter $12.00 

Love Bites ADULT $14.00 

Mad Dog II S4.00 

Mazer SI 2.00 

Microcosm S7.00 

MindTeazzer ADULT S14.00 

Myst SI 2.00 

Need For Speed $29.00 

Neuro Dancers(Adult) $12.00 

Night Trap $12.00 

Nova Storm SI 2.00 

Off Wopld Interceptor $ 19.00 

Olympic Soccer $12.00 

Out of this World SI2.00 

Paatank SI 2.00 

Panzer General $12.00 

Pebble Beach Golf (jewel case) S3.00 
Perfect General S24.00 

PGA Tour 96 S7.00 

Primal Rage $12.00 

Psychic Detective $7.00 

Quarantine SI 2.00 

Phoenix 3 SI9.00 

Return Fire $12.00 

Return Fire Map's o Death SI 2.00 

Rise of the Robots SI 2.00 

Road Rash SI 9.00 

Robinson’s Requiem SI 2.00 

Sesame Street SI 2.00 

Plumbers Don't Wear Ties ADULT SI 4.00 
Shanghai $12.00 

Sherlock Holmes SI 2.00 

Shockwave S7.00 

Shockwave:Operation |umpgate SI2.00 


Baldies 
Battlemorph 
Blue Lightning 
Braindead 13 no box 
Dragon's Lair 
Highlander 
Hover Strike 

Jaguar CD Memory Track 
jaguar CD System With 4 CD's 
Myst 

Space Ace 
Tempest Music CD 
Vidgrid 


APB 

Awesome Golf 
Baseball Heroes 
Basketbrawl 

Batman Returns no box 
Battlewheels 
Battlezone 2000 
Bill and Ted 
Blokout 

California Games no box 
Checkered Flag 
Chips Challenge 
Crystal Mines 2 
Cyberball 
Dinolympics 
Dirty Larry 
Double Dragon 
Dracula 
Electrocop 
Gates of Zendicon 
Gauntlet 
Gordo 106 
Hard Driving no box 
Hokey 
Hydra 
Isnido 


Jimmy Connors Tennis 

joust 

Klax 

Kung Food 

Lynx AC Adaptor 

Lynx Battery Pak 

Lynx Comlynx Cable 

Lynx II Carry Case Pouch 

Lynx II Screen Sun Visor 

Lynx II System used with Qix 

Lynx Large Carry Case 

Malibu Bikini Volleyball 

Ms. Pacman 

NFL Football 

Ninja Gaiden 3 

Pacland 

Paperboy 

Pinball Jam 

Pitfighter 

Power Factor 

Qix new 

Rampage 

Rampart 

Road Blasters 


S7.00 
S7.00 
S7.00 
SI 2.00 
S3.00 
S7.00 
S7.00 
SI 2.00 
SI 2.00 
SI 2.00 
S14.00 
SI 2.00 
S7.00 
S4.00 
SI 4.00 
S7.00 
S4.00 
SI 2.00 
S4.00 
SI 2.00 
S4.00 


S29.00 
SI 0.00 
S14.00 
S10.00 
S10.00 
SI 4.00 
S7.00 
S29.00 
$29.00 


Rygar 

Scrapyard Dog 
Shadow of the Beast 
Shanghai 
Steel Talons 
Stun Runner 
Super Asteroids/Missile Command SI 9.00 


$ 15.00 
SI 5.00 
S5.00 
SI 4.00 
SI 5.00 
SI 5.00 
$10.00 
S24.00 
$59.00 
SI 5.00 
S5.00 
S5.00 
S5.00 


SI 0.00 
S29.00 
S29.00 
SI 0.00 
$6.00 
S29.00 
S19.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 9.00 
SI 0.00 
SI 0.00 
SI 0.00 
S29.00 
SI 0.00 
$10.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
S8.00 
S8.00 
S8.00 
$10.00 
$9.00 
S29.00 
SI 6.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
S29.00 
SI 0.00 
$10.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 


Super Sqweek 
Switchblade 2 
Todd in Slime World 
Toki 

Turbo Sub 
Viking Child 

World Class Soccer no box 
Xybots 

Sega Saturn System 
MPEG Video CD Card 
Albert Odyssey 
Alien Triology 
All Star Baseball 
Alone in the Dark 
Amok 

Andretti Racing 

Arcade Greatest Hits Midway 

Arcade Greatest Hits Williams 

Area 51 

Astal 

Baku Baku 
Bases Loaded 96 


$10.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 
SI 0.00 


579.95 
S79.00 

549.95 

534.95 
SI 2.95 
SI 2.95 
SI 2.95 

539.95 
S39.95 

539.95 
S9.95 

SI 2.95 

519.95 

512.95 


Batman Forever 

Battle Arena Toshinden Remix 

Battle Arena Toshinden Ura 

Battle Monsters 

Battle Station 

Battlesport 

Black Dawn 

Black Fire 

Blazing Dragons 

Blazing Heroes(Mystaria) 

Blood Omen 

Bottom of the 9th 

Braindead 13 

Break Point Tennis 

Bubble Bobble 

Bug 

Bug Too! 

Bust a Move 2 
Bust a Move 3 
Casper 

Clockwork Knight 2 
Clockwork Knights 
Congo The Movie 
Contra Legacy of war 
Corpse Killer 
Courier Crisis 
Creature Shock 
Criticom 
Croc 

Crow City of Angels 
Crusader: No Remorse 
Crypt Killer 
Cyber Speedway 
Cyberia 
D 

Darius Gaiden 
Dark Legend 
Dark Savior 
Darklight Conflict 
Daytona Champ 
Daytona USA 
Deadly Skies 
Decatnlete 
Defcon 5 
Die Hard Arcade 
Die Hard Triology 
Doom 

Double Switch 
Dragon Force 
Dragon Heart 
Earthworm Jim 2 
Enemy Zero 
FI Challenge 
FIFA Road To World 98 
FIFA Soccer 97 
FIFA Soccer96 
Fighters Magamix 
Fighting Vipers 
Galactic Attack 


Chen War 
Golden Axe 
Grand Slam Baseball 
Grid Runner 
Gungriffon 
Hang On CP 
Heirs of Zendor 
Hercs Adventure 
Hexen 
Hi Velocity 
Higway 2000 
Hi-Octane 
Horde 

House of Dead 

Hyper 3D Pinball 

Impact Racing 

In the Hunt 

Incredible Hulk 

Independence Day 

Iron Man X-0 Manwar 

John Madden 97 

john Madden 98 

Last Bronx 

Last Gladiators 

Legend of Oasis 

Lignt Gun see Game Gun 

Loaded 

Lost Viking II 

Lost World 

Lunacy 

Machine Head 
Magic Carpet 
Mansion of Hidden Soul 
Manx TT 

Marvel Super Heroes 
Mass Destruction 
Maximum Force 
Mega Man 8 
Mega Man X4 
Minnesota Fats Pool 
Mortal Kombat II 
Mortal Kombat Triology 
Mr. Bones 
Myst 

Mystaria(Blazing Heroes) 

Nascar 98 

NBA Action 

NBA Action 98 

NBA Jam Extreme 

NBA Jam II TE 

NBA Live 97 

NBA Live 98 

Need For Speed 

NFL 97 

NFL Quarterback Club 96 
NFL Quarterback Club 97 
NHL 97 
NHL 98 

NHL All Star Hockey 
NHL All Star Hockey 98 
NHL Powerplay 96 
Night Warriors 
Nights with 3d Controller 
Nights without 3d Controller 
Norse by Norsewest 
Off World Interceptor 
Olympic Soccer 
Pandemonium 
Panzer Dragoon 
Panzer Dragoon 2 
Panzer Dragoon SagaO 
Panzer Dragoon Sampler 
Pebble Beach Golf Links 
PGA Tour 97 
Powerslave 
Primal Rage 


529.95 
SI 2.95 
SI 9.95 

59.95 
SI 2.95 

519.95 

529.95 
SI 2.95 

519.95 

549.95 

559.95 
SI 2.95 
SI 2.95 
SI 2.95 

49.95 
SI 2.95 

524.95 

549.95 

549.95 
SI 2.95 
SI 9.95 
SI 9.95 
SI 9.95 

534.95 
SI 9.95 

524.95 

512.95 
SI 2.95 
$12.95 

534.95 
SI 2.95 

549.95 
SI 2.95 

59.95 
SI 2.95 

512.95 
SI 2.95 
SI 2.95 

529.95 

529.95 
SI 2.95 

559.95 

529.95 
SI 2.95 

539.95 

544.95 
SI 9.95 
SI 2.95 
$49.95 

534.95 

539.95 

539.95 
SI 2.95 
$39.95 
$24.95 

519.95 

529.95 

529.95 
SI 2.95 
SI 2.95 
SI 2.95 
SI 2.95 

512.95 
SI 2.95 
SI 2.95 
SI 2.95 

524.95 

549.95 

529.95 

534.95 

544.95 

544.95 
$12.95 
SI 2.95 

549.95 

539.95 

529.95 

512.95 
SI 2.95 

534.95 
$12.95 
SI 2.95 

529.95 
$39.95 

512.95 
SI 9.95 
SI 2.95 
SI 2.95 

519.95 

524.95 
$49.95 
SI 9.95 

524.95 
$12.95 

529.95 
$44.95 

S9.95 

529.95 

549.95 

549.95 
SI 9.95 

519.95 
SI 9.95 
SI 2.95 
SI 9.95 

519.95 

539.95 
SI 2.95 

529.95 
SI 2.95 
SI 2.95 
SI 2.95 

529.95 

539.95 
S9.95 
S9.95 

519.95 

59.95 

529.95 
SI 2.95 

524.95 
$9.95 

524.95 

539.95 
SI 2.95 
SI 9.95 

529.95 
SI 2.95 

529.95 

524.95 
SI 9.95 

559.95 

53.95 

529.95 
$19.95 
S29.95 

59.95 


Pro Action Replay 
Pro Pinball 
PTO 2 
Quake 

Quaterback Attack 
Rampage World Tour 
Rayman 

Remote Joystick 
Resident Evil 
Revolution X 
Rise 2: Resurrection 
Road Rash 
Robopit 
Robotika 

Romance of 3 Kingdom 4 
Saturn Auto RF Adapter 
Saturn Bomberman 
Saturn Controller 
Saturn Extension Cable 
Saturn Joystick 
Saturn Light Gun 
Saturn Power Pad 
Saturn Remote Joystick 
Saturn Steering Wheel 
Scorcher 
SCUD 
Sega Ages 

Sega Rally Championship 
Sega Touring Car Championship 
Shanghai: Tripple Threat 


lock 


Shangh 
Shellsnc 

Shining Force 3 
Shining the Holy Arc 
Shining Wisdom 
Shinobi Legions 
Shockwave Assault 
Sim City 2000 
Skeleton Warriors 
Sky Target 
Slam n Jam 
Solar Eclipse 
Sonic 3D Blast 
Sonic Jam 
Sonic R 
Soviet Strike 
Space Hulk 

Spot Goes to Hollywood 
Star Fighter 
Street Fighter Alpha 
Street Fighter Alpha 2 
Street Fighter the Movie 
Striker 96 

Super Puzzle Fighter II Turbo 

Tempest 2000 

Ten Pin Alley 

Tetris Plus 

The Horde 

Theme Park 

Three Dirty Dwarves 

Thunderstrike II 

TNN Motorsport 4x4 

Tomb Raider 

True Pinball 

Tunnel B1 

Ultimate Mortal Kombat 3 

Valora Valley Golf 

Varunas Forces 

Virta Fighter Kids 

Virtua Cop with Stunner 

Virtua Cop without Stunner 

Virtua Fighter 

Virtua Fighter 2 

Virtua Racing 

Virtual Casino 

Virtual Hydlide 

Virtual On 

Virtual Open Tennis 

VR Golf 97 

VR Soccer 

War Craft II 

Wing Arms 

Winning Post 

Winter Heat 

Wipe Out 

World Series Baseball 
World Series Baseball 2 
World Series Baseball 98 
World Wide Soccer 
World Wide Soccer 97 
World Wide Soccer 98 
Worms 

Wrestlemania: The Arcade 
WWF In the House 
X-Men Children of the Atom 
Zork 


544.95 

512.95 
$39.95 
$39.95 
SI 2.95 

539.95 

519.95 

534.95 

539.95 

512.95 
$5.95 

524.95 
SI 2.95 
$12.95 

529.95 
S9.95 

$44.95 

59.95 

55.95 

524.95 
SI 2.95 

59.95 

529.95 

539.95 
SI 2.95 
SI 2.95 
$39.95 

524.95 

524.95 

519.95 
SI 2.95 

549.95 
S49.95 

549.95 
SI 9.95 
SI 2.95 

544.95 
SI 9.95 
SI 2.95 
SI 2.95 
SI 2.95 

529.95 

539.95 

534.95 

549.95 

512.95 
$12.95 
SI 2.95 

529.95 

534.95 
SI 2.95 
SI 2.95 

539.95 
SI 2.95 
$24.95 

524.95 
$12.95 
SI 2.95 

529.95 
SI 2.95 

529.95 

544.95 
SI 2.95 
SI 2.95 

529.95 

539.95 

559.95 
SI 2.95 

549.95 
SI 2.95 

59.95 
SI 2.95 

55.95 

549.95 
SI 2.95 

529.95 
S5.95 

SI 2.95 
SI 9.95 

529.95 

534.95 
$39.95 

559.95 
SI 2.95 
SI 2.95 

519.95 
$29.95 
SI 2.95 

524.95 

529.95 

529.95 

534.95 
$39.95 

539.95 

559.95 


We sell DREAMCAST Systems 6 Carnes 
We also sell Japanese Saturn Carnes 


ES3SE 3 


Adventures of Batman 

Animals 

Battlecorps 

Bill Walsh Football 

Brutal 

Chuck Rock 2 
Double Switch 
Dungeon Master 
ESPN Hockey 
Eternal Champions 
Fatal Fury Special 
Fifa Soccer 
Ground Zero Texas 
Heimdall 
Jeopardy 
Kids on Site 
Mad Dog McCree 
Mickeymania 
Microcosm 
NBA |am 

NFL Football Trivia 
Popful Mail 
Power Monger 
Prize Fighter 
Radical Rex 
Robo Aleste 
Samurai Shodown 
Sega CDX system 
Terminator 
Trivial Pursuit 
Wheel of Fortune 
Who Shot Jonny Rock 
Playstation Memory 


& Robin S6.00 
S4.00 
S9.00 
S4.00 
$4.00 
SI 2.00 
S9.00 
S9.00 
S9.00 
S9.0Q 
SI 2.00 
S6.00 
S9.-00 
S6.00 
S9.00 
S9.00 
S9.00 
S9.00 
S 6.00 
S9.00 
S9.00 
SI 9.00 
S9.00 
S9.00 
S9.00 
S9.00 
$12.00 
$89.00 
SI 2.00 
S9.00 
$6.00 
S4.00 

Card 1 Mega $8.00 


To pay by credit card, please call 24-Hour Order line: 818-765-0093 Orders only 


You may order online http://www.vglq.com 

You also can FAX your order 
with your address, phone number and credit card 

Fax: 818-765-0140 

Or mail check or money order to: 

Video Game Liquidators 
7326 Laurel Cyn 
North Hollywood, CA 91605 

(please, allow 7-10 days for check to clear) 


We ship anywhere in IIS for $5.95(per order)t$3.95 for each pe system 
Canada, Puerto Rico, Alaska for $7.95(per order}+$5.95 for each game system 
Europe, Japan, Australia for $19.95(per order)+$10,95 lor each game system 41.00 each game 


For questions please call 818-765-0097 


Chips n Bits 117 SGRL 51 
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WWW.CART-MART.COM 


IDT SELL NEW USEI DOMESTIC IMPIIII 

SONY SATURN N64 DREAMCAST SNES GENESIS NES 

VIDEO GAMES 

ANIME/VIDEOGAME MERCHANDISE 

CD MUSIC SOUNDTRACKS • ARTBOOKS 
TOYS • MODELS • WALLSCROLLS 


Final Fantasy 8 • Metal Gear Solid • Ehrgeiz • Ridge 
Racer 4 • Tobal No. 2 • Parasite Eve • Marvel vs. 
Streetfighter • XMen vs Streetfighter • Deep Fear • 
Biohazard • Metal Slug • Radiant Silvergun • 
Vampire Savior • Samurai Showdown Collection • 
Silent Hill • Rival Schools • Brave Fencer Musashi • 
Street Fighter EX2 • Legacy of Kain 2 • Tomb 
Raider 3 • Xenogears • Tales of Destiny • 
Castlevania 64 • Zelda 64 • and MANY MORE! 

"GET IT FROM THE PEOPLE WHO PLAY GAMES!” 

COMPLETE LISTING OF ALL MERCHANDISE 
UPDATED DAILY ON THE WEB! 

'art-Mart 

>129 Wiley Blvd. S.W. 

3edar Rapids, IA 52404 Illustrated by Long Vo 
319) 396-3046 Solid Snake © 1998 Konami 
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From the Forest, we enter the mechanized Human 
Road zone where you'll encounter big scary 
motorbikes and a devious, transforming boss. As 
always, set your weapons to Direct mode and blast 
away. This level is all about one weapon, and one 
weapon only: the Free Range. Once you pick this 
up towards the beginning of the level, it's the only 
weapon you'll need to use. 


As the level begins, stay near the top of the screen and 
eliminate the first waves of enemy craft with your Twin 
Shot . Grab the Craw and move down in anticipation of 
the all-important Free Range weapon. Shoot it but take out 
the tanks and the next strip of foes before grabbing it 
Once in your possession, aim it down to take out the next 
enemy grouping . Now, move up to blast the two big 
robots that come from above . If you train your Free 
Range on them immediately, they won't even get a shot off. 
When you see the danger warning from behind, move to 
the center with your Free Range pointed back to take out 
the first chopper . Once he's gone, move back and train 
your weapon forward for the next chopper and blast him. 
Now stay back and prepare for the first bike. As he enters 
the screen from the right, get some shots in before moving 
up and over him to the right as he moves in .Take a few 
shots from the front and move under him back towards the 
left side of the screen. Just avoid his blue shots, and the 
Free Range finishes him off in no time .The next group 
of enemies goes down quickly with the Free Range 
You'll then destroy a bunch of mines, which throw all kinds 
of little bullets here. Just hang back and move through the 
rather generous gaps. Keep your Free Range forward and 
blast through the next wave before you take to the skies. 
Stay forward and high as the Danger symbols alight. Just 
as you see the swarm of ships coming from below, quickly 
move back while blasting them. Do the same for the next 
group, starting from the front and moving back as they 
approach from above. The next enemies are self- 
explanatory as you await the mid-boss. When you see him, 
just load him up constantly with Free Range and he should 
fall faster than you can say boom . Next up, grab the 
handy shields and work your magic on the next few normal 
foes. When you see the Danger signs from below, get ready 
to fight another bike just as you did before. Now the Boss 
comes. Armament Armed Arm transforms three times 
before he's dead. Begin by positioning yourself below and 
to the right of him, targeting your Free Range on his weak 
spot . He'll transform into a fast ground unit. Stay 
directly in front of him, firing and moving forward when he 
fires his lasers and the little blue wisps . Finally, he'll 
transform into an air unit. Just target him and fire, as his 
shots in this form are easily avoided 


Grand Prize (1): $10,000 

First Prizes (5): $500 Software, Etc./ 


Babbage's Gift Certificate 
Runner up Prizes (25): One Year 


software 


Subscription to Gamers' Republic 
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The top six qualified finalists and a guest for each will be invited to Redding, CA all expense paid 
from any point in the continental United States or Canada. Finalists will then compete in a playoff 
competition for the Grand Prize. After the competition, Runner-ups will claim the five (5) First Prizes. 


Send a legible photograph or a video tape showing the final status summary screen from the Single-Player Normal Mode of the PlayStation® 
game ThunderForce V, along with a 3x5 card or paper containing your name, address, age, and phone number to: 

ThunderForce VTM Contest c/o SPAZ, 18135 Clear Creek Road, Redding, CA 96001. 
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coming next month 



Judging by the descriptive information that 
has been made available to us, a brief glimpse 
at the game in motion, and the fact that Nick 
Bruty and the rest of the MDK team are at the 
helm, we are certain that Planet Moon's Giants 
is going to be a revolutionary game-playing 
experience. This is the first time they’ve been 
left to their own devices, and what they are 
concocting may just spawn a new genre - and 
we all know how welcome that would be. In the 
next Gamers’ Republic, we’ll probe deep into 
the psyches responsible for this groundbreak¬ 
ing effort. Also, coming in Feb., prepare for the 
ultimate fps shoot-out between Blood 2, Half- 
Life, and SiN! Who will be victorious in this 
fight for PC supremacy and which of these 
games are headed for Sega’s Dreamcast? 
Blood will be shed and keyboards maimed in 
an effort to reveal the champion. Along with all 
this fine family entertainment, we’ll take a look 
at Stars hot and other ’99 titles for the N64, 
and, of course, report on the first few 
Dreamcast games! It’s gonna be a good one. 
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■Nintendo Online 


IGN64.com 


...the ^ 

game to 
it Nintendo 64 

ef." -IGN64.com/~m 


The 

gameplay is 
totally fresh 

and original." 
n -EGM 


■Game Informer 


...an 

instant 


■Happy Puppy 


'Space Station: 
Silicon Valley 
s everything a 


* "...one of the 

most 

and original games 
I've come across in 
a long time." 
l^VK -egm 


hould be 


IGN64 
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Take-Two Interactive Software, lnc v the Take-Two logo, SPACE STATION: SILICON VALLEY and the SPACE STATION: SILICON VALLEY logo 
are registered trademarks of Take-Two interactive Software, Inc. The DMA logo Is a registered trademark of Assistamountltd. 
Nintendo 64 and the 3-D "N"logo are trademarks of Nintendo of America Inc. ©1996 Nintendo of America Inc. 














The Herd is attacking and exterminating Earth's native insects! Oni 
Buck Bumble, the most advanced fighting bee ever and the baddes 
bee in the hive can save the day. Use Buck's cybernetic implants 
u ide of deadly weapons to unmask the power behind Jm4M 


' Put the sting on Attack Wasps and Killapillas in 20 unearthly environments 
1 Complete 360° freedom of movement in a totally real-time 3D environment 


NINTENDO . 64 


MU8KM9I 


• Feel the buzz with Rumble Pak™ 

* Multiplayer deathmatches 


www. ub iso 





















